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, . a losing venture published bi-monthly, pretty 
c!u*e to the first day of January, March, May, July, 
September and November. 

The General is edited and published by The 
Avalon Hill Company almost solely for the cul- 
tural edification of adult gaming. (It also helps to 
sell Avalnn Hit] products, tool) 

Articles from subscribers are considered for 
publication tni a gratis contributory basis. Such 
articles must be typewritten and not exceed 700 
words. Examples and diagrams that accompany 
Auch. article* iuum be drawn in black ink, ready 
for reproduction. No notice can be given regar- 
ding acceptance of articles for publication. 

All back issues, except Vol, 1, No*. 1 & ■*, which 
are qui of siock, are available at HtQfl per issue. 
Full-year subscriptions $ $4,98. 

omt> The Avalon Hill Company, Baltimore, 
Maryland, printed iu U.S.A. 



Cover Story... 

Shakespeare Game Set 
for Summer Release 

At sometime or other you've prob- 
ably heard of a fellow named Shakes- 
peare. He's dead now -- but his works 
will live forever. (Would you believe 6 
more months 7) 

The concept of this game revolution- 
izes the entire educational industry. 
We think of this new conceptas "sugar- 
coated" education where players can 
enjoy themselves in the pursuit of cul- 
ture. Let's face it, Shakespeare can be 
a rather dry subject. ,. but not when it 
is reduced to the format of a game that 
can be played on various levels of skill 
and knowledge. Shakespeare is actually 
3 games in one, beginning with the 
basic game that requires no knowledge 
of Shakespeare whatever, graduating 
to the tournament version designed to 
shake down the self-styled Shakes- 
pearean buffs. 

Includes all Plays 

Play of the game centers on Shakes- 
peare's most famous quotations and 
knowledge of his characters. A 52-page 
booklet that comes with the game in- 
cludes synopses of all 37 Plays plus 
interesting bits of historical information 
on the period in time covered by the 
Plays. A biography of the great bard, 
himself, is also included. (Great for 
students flunking English Lit). 

Naturally, the game is exciting to 
play. Believe it or not, the play of the 
game invokes the same tactical and 
strategical thinking that is required in 
our series of battle games, symbolic 
of this is the fact that the game includes 
actual chesspieces as playing pawns. 



Avalon Hill's Consumer Test Panel 
gave it a beautiful rating (otherwise, 
we wouldn't even have considered pub- 
lishing it) and its introduction recently 
at the American Bookseller s Convention 
created a fantastic degree of interest. 
This was highly encouraging especially 
since we didn't have anything to show 
them except the prototype. So encour- 
aged were we that our sales department 
decided not to wait until Fall to intro- 
duce it to the public as originally 
planned. Instead, the game will be 
available this month, July, on a first 
come, first served basis. 

To Retail for $6.98 

Shakespeare will be displayed in all 
of the better bookstores and department 
stores. Those who wish to order di- 
rectly from Avalon Hill should send 
$6.98, adding 65f special delivery if 
you wish rush shipment. Subscriber 
orders will be given priority and 
shipped immediately on the release date 
in July. 

As certain members of our Test 
Panel exclaimed. . . "you'll become 
enchanted with Shakespeare's works 
that includes 5 poisonings, 6 stabbings, 
10 suicides, 14 executions, 19 murders 
and 26 other killings of a miscellaneous 
nature. . . "thrill to the telling of such 
Plays as Titus Androuicus which is 
highlighted by the scene where execution 
victims are presented tb the empress 
baked in a pie. " 

Truly, a great game for family fun. 



Advertise Yourself... 

Many of you have obtained new op- 
ponents by advertising in the Opponents 
Wanted Section of this magazine. 

Several have gone one step further 
and advertised right in the games them- 
selves. By slippinga note into the games 
on the store shelves, they have been 
able to make acquaintances with poten- 
tial new purchasers of Avalon Hill 
games. From an idea first presented 
by Sgt. Louis Zocchi, Avalon Hill has 
printed up announcements that are now 
available to subscribers for this pur- 
pose. The forms simply state that the 
purchaser of that particular game should 
call or write such and such a person if 
he knows of no one else who plays 
Avalon Hill Games. 

These 3" x 5" announcements are 
free of charge to subscribers. .. to get 
a stack simply send us a standard en- 
velope containing your name and ad- 
dress and first class postage. Make 
sure you specify "Announcements" on 
your order. 
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Guadalcanal Jungle Tactics 

by John E. Dot son 

As those of you who have gotten your 
copies of Guadalcanal have no doubt 
discovered, the tournament rules con- 
cerning jungle combat present the play- 
er with problems quite different from 
those encountered so far in Avalon-Hill 
games, just as the real campaign gave 
the generals something new to worry 
about. Along with those new problems 
though, are new opportunities. Most 
obvious of these is the fact that, if you 
play your cards right, the necessity for 
soak- off attacks is largely eliminated. 
This is especially important for the 
Japanese player who must conserve his 
limited strength. It is also important 
to the U.S. player to conserve the 
strength of the 1st Marine Division dur- 
ing that long wait for reinforcements. 
In the jungle you may attack only where 
it is necessary to obtain your objective. 
The jungle screens you from the units 
on your opponent's flanks. 

Speaking of flanks, security is more 
of a problem in the undergrowth. It is 
especially important not to leave any 
space between units there. If you do, 
you will probably find you have been in- 
filtrated, surrounded and clobbered. 
In normal terrain a long line can be 
maintained by a series of strong points 
whose zones of control overlap. Not so 
in the jungles of Guadalcanal, where a 
line must be continuous. 

The most subtle, and one of the most 
effective, jungle tactics involves attack- 
ing a unit on the edge of, but not in, the 
forested area. If you can move a unit 
up to your opponent, who is on a clear 
square, and wait, leaving it up to him 
to attack or withdraw in his turn, you 
reap the advantages the Combat Results 
Table gives to the defense. Remember 
his zone of control does not extend into 
the jungle, while yours does extend in- 
to the clear terrain. When doing this 
you should first be sure that he cannot 
mount an overwhelming counterattack. 
And remember to guard against infiltra- 
tion! This technique is especially good 
for attacking across those streams which 
have jungle along their banks. Using 
the jungle as a screen you can occupy 
the river square and steal your enemy's 
defensive doubling right away from him! 

In the tournament version of Guadal- 
canal Henderson Field is the objective, 
the lynchpin of strategy. To win, the 
Japanese player must occupy the air- 
strip for a considerable length of time. 
His best strategy is to get in there as 
soon after the Oct, 11 turn as possible, 
then hold on, accumulating that 7 point 
per turn allowance for as longas possi- 
ble. Then, if you use the Optional 
Tournament Rules, when the Japanese 
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can no longer hold Henderson they 
should evacuate as quickly as they can 
and end the game before the U. S. play- 
er gets too many points. The U.S. play- 
er in his strategy should deprive the 
Japanese of those 7 points per turn as 
long as possible. If the American makes 
taking Henderson expensive enough when 
the bulk of his forces arrive there will 
only be some mopping up to do. A real- 
ly good defense should deny the airfield 
to the Japanese completely. 

Whether Henderson Field is taken 
by the Japanese or held by the Marines 
frequently turns on the use each player 
makes of his artillery. The Japanese, 
especially, should attempt to eliminate 
as much of the American artillery as 
possible. It is disheartening, to say 
the least, to see your 3 to 1 attacks 
dwindle away to 2 to 1 , or 1 to 1 , Or 
worse under an effective defensive bar- 
rage. Admittedly, it is tempting to put 
your artillery to work on those big 
piles of units where there is a chance 
to eliminate a large number of combat 
factors in one turn, but you will lose 
more in the long run if you leave your 
opponent's artillery intact. I have as- 
sumed your enemy has had enough sense 
to keep his artillery units in small 
stacks. If he hasn't, then so much the 
better, you can really pour it to him 
then. Don't forget to engage artillery 
to make them fight as infantry if you 
can. You may eliminate some and even 
if you don't you have deprived your op- 
ponent of their use for that turn. This 
advice applies to the American com- 
mander too, but it is harder for him to 
follow since he frequently must use his 
guns to stop dangerous Banzai attacks. 
The Optional Tournament Rules give 
the Jap an advantage which he should be 
quick to use: most of the Japanese ar- 
tillery units have a longer range than 
most of the American Artillery, enabl- 
ing them to engage in counter -battery 
fire without receiving any. 

In parting I would like to suggest 
that units should be required to appear 
when the Order of Appearance calls for 
it. Guadalcanal assumes as part of the 
game that the naval campaign progres- 
ses as it did historically. The Japanese 
could have had many more troops on 
the island than they actually did, had 
they not been intercepted by the U.S. 
Navy. On the other hand, if it had not 
been for the Japanese Navy American 
Supply and reinforcement would have 
been easier. Since reinforcement was 
not up to the commanders on the island, 
it should not be optional for the players 
either. 

THE D-DAY THAT WAS: NOTES AND 
COMMENTS 



'66 issue of The General had the excel- 
lent idea of giving the habitually winning 
Germans of D-Day a real problem: to 
try to do something with the original 
Nazi battle plan. I speak from experi- 
ence, having tried it once 1 was quickly 
and thoroughly trounced. Even more 
realism than Mr. Fellows gives us is 
possible, however. While the West 
Point Atlas of American Wars is good 
there are several other sources the 
real war game buff cannot afford to 
ignore. These are the various official 
histories issued after the war. They 
are based on exhaustive research by 
excellent scholars and are the source 
of a wealth of detailed information. The 
best are The United States Army in 
World War II, an enormous set, work 
on which is still in progress, and His- 
tory of the Second World War , its British 
counterpart. A Master Index and Read- 
ers Guide to the U.S. Army in W. W. II 
can be obtained from the Superintendent 
of Documents, Government Printing 
Office, Washington 25, D. C. , as can 
any of the volumes in the history (price 
of the Index is 75 cents). In addition 
the official histories of the Canadian, 
Australian and New Zealand armies can 
be very useful for campaigns in which 
they were involved. 

To supplement Mr. Fellows' article 
I give below the exact unit placement of 
the original German plan. My source 
was the volume of the British official 
history entitled Victory in the West, 
vol. I: The Battle of Normandy. (Map 
opposite p. 120). Some difference of 
placement will be noticed between Mr. 
Fellows' article and mine. This seems 
to be due to a difference in opinion con- 
cerning how best to place the units on 
the stylized D-Day playing board. Nat- 
urally positions given on a normal map 
do not fit exactly. 

EXACT UNITS: 



of being transferred to Italy, near Brus- 
sels) 



Infantry: 



Static divisions: 



16LW - 

17LW - 

18LW- 

47 

48 

49 

148 - 

157 - 

158 - 

159 - 
lbs - 
182 
189 - 

242 - 

243 - 

244 - 

245 - 
265 



F-13 

R-30 

M-ZZ 

M-23 

L-20 

N-24 

RR-25 

LL-27 

FF-41 

PP-47 

K-18 

M-22 

HH-30 

TT-31 

0-34 

TT-29 

Q-27 

X-4Z 



Mr. Fellows' article in the May, 19LW Div. , which 



266 - U-4D 
319 - Q-35 
(actually stationed on 
the Channel Islands) 
326 - 0-25 
336 - SS-32 

343 - V-43 

344 - 0-25 

346 - Q-28 

347 -F-13 
34B - F-26 

708 - 11-42 

709 - R-34 

711 - T-32 

712 - K-19 
716 - S-32 
719 - H- 15 

(There was also the 
was in the process 



77 


- V-38 


84 


- S-28 


85 


- P-24 


91 


- S-35 


271 


- RR-34 


Z7Z 


- UU-39 


Parachute; 
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275 - AA-41 

276 - RR-48 

277 - SS-36 
33 1 - M-23 

352 - S-33 

353 - V-43 



optional, hut as Mr. Fellows said, 
"stay around Brittany. " 



3 - W-42 








5 - X-38 








Armor: 








2 - Q-25 




1SS 


- M-16 


9 - QQ-32 




2SS 


- OO-40 


11 - L,L,-42 




12SS 


- V-31 


21 - U-33 




Lehr 


- Y-31 


116 - T-28 








Panzer-Gren 


adier; 







17SS - BB-34 

To be placed as in A-H rules: 

Armor : 106Bde.,9SS, 49SS, 51SS; Pa 
Gren: 3SS, 15SS & Z5SS 



Headquarters : 

OBWest - V-27 
Neth - G-13 

B - U-27 



1 - LL-44 
7 - Y-34 
15 - M-20 



C - RR-41 19 - QQ-31 

In playing a game based on the above 
dispositions the Allied player should 
also have to observe certain historically 
justifiable limitations. The North Sea 
and Bay of Biscay invasion areas should 
not be used. Actually they were not 
seriously considered because they were 
out of range of effective fighter support 
from planes based in England. To make 
the Allied player labor under the burden 
of history along with the poor Na.zi you 
might require him to make his first in- 
vasion in Normandy, this should even 
the match considerably. JohnE. Dotson, 
212 S. 18th, Frederick, Oklahoma. 

Bombing in D-Day 

by James Hales 

The opportunity to attack the enemy 
under the following conditions should 
not be missed. 

1 , A stack of three units containing 
12 or more defense factors. 

2. Attack of two units containing 10 
or more defense factors. 
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Note: In either attack if 1-4 is re- 
ceived at least ID defense factors are 
striken permanently. 

Never attack a three unit stack of 
9 defense factors or lower, op any two 
unit stack of 7 defense factors or lower, 
Needless to say you should never bomb 
a single unit. Both these rules should 
be waived however, if an operation or 
a unit is placed in jeopardy by them. 

Nonessential Attacks 

An enemy unit such as a 7-7-4 should 
never be attacked wantonly and without 
reason. It would be around later and 
could thus be attacked at a time when 
its removal would place a strain on the 
German line (he might have none or be 
hard put to get a replacement for it. ) 
This use of air power to snapa strained 
line (I presume that a competent allied 
commander always keeps the German 
line strained even on the turn he lo9es 
the game) is an intrical thought of ne- 
glected part of the Blitzkrieg theory. 

Air Power At Its Best 

Thus, following these basic rules, 
I advocate a landing in Biscay and the 
use of two or three air attacks to fend 
off large enemy units which might move 
to intercept. Beginning on the seventh 
turn the Pas De Calais area ought to be 
softened up by bombing its heaviest 
units. Pas De Calais should then be 
invaded with the four other bombings 
held in reserve. 

This plan, if properly applied, truly 
gives the allied player the "Best Of Two 
Worlds". 

Operation Sandstorm 

by Gary M. Dziatko 

Operation "Sandstorm" is a desert 
BLITZ for Blue in the game of Blitz - 
krieg . It's purpose is a quick penetra- 
tion of Big Red's borders. In order to 
succeed it must be carried out in an 
aggressive manner. First J will deal 
only with the units that take part in the 
desert operation. 

The following is the starting set-up: 
1st, 2nd, Ei 3rd Mar. in sea zone A. 
Also place the 1st, 2nd, 3rd & 4th. Inf. 
and the 14th. TAG. The Mar. units 
land at 00-23 and hold it as well as 
00-24 (2 units in 00-24). The Inf. 
units and the TAC take City CC-15 and 
an the next turn reinforce the Mar, 
units. (Do not forget to keep a unit in 
the city and keep the TAC at sea). 

Start the 3rd & 4th Armored units at 
Li-6 and the 2nd Si 16th at City G-4. 
These units take City U- 1 1 then on the 
next turn move up the desert road. 

The 17th, 18th, *t 19th. L, T. units 
move from D-7 along with the 20th. 



Li. T. 8e 1st. Armored which start at 
D-8 and destroy City M-14. On the 
following turn fly 12 factors from City 
Ml-4 to City CC-15 and have them join 
the units that are at the front. The re- 
maining units in M-14 travel by road to 
the action. 

City VV-25 must be taken at all 
costs! It makes a good air base and 
allows you to break-out in two direc- 
tions. You will be able to reinforce the 
operation by air and with a little luck 
should be in Big Red by the 5th turn. 
Do not worry about your supply lines 
because you have a steady flow of 
troops coming in to the area. 

Concerning the rest of the units; take 
YELLOW* country and defend the home- 
land. Reinforce the desert campaign 
as often as possible, (Air Force units 
should be sent as soon as they have 
been used to get yellow country. Also 
take GREEN country as soon as you can. 

This operation is only a general 
idea. I have used it as I have presented 
it to you here and have had great suc- 
cess. Please use it as is di with your 
own changes. Send comments to: 
Gary M. Dziatko, 139 Adelaide St., 
Hartford, Conn. 06114. 

-* NOTE: See March '66 "General" 
for identification of minor countries by 
color. 

Operation Ungawa 

by Eric R. Shimer 

In the last two issues of the General 
there were several opening moves for 
Blue in Blitzkrieg . Here is one for Red. 
It is not perfect, but it is a good way 
for Red to expand- -fast, Ungawa makes 
capture of the two minor countries 
(White, in the North, and Black) adja- 
cent to Red a certainty, with a good 
chance of neutralizing Green (between 
Lake Pinskyand Sea Zone C). Of course, 
the plan hinges upon Blue's first move 
and Red's necessary reaction to it. But 
if Blue is content with taking Yellow 
(bordering on Blue) and merely regroup- 
ing, and the weather holds, the entiTe 
plan is workable. If not. Red will still 
have White and Black. 

In any case, Ungawa, when success- 
fully completed, expands Red's supply 
capacity to such an extent that it is very 
difficult for Blue to eliminate Red units 
by capturing cities- -They just cannot 
capture enough to make an airdrop 
worthwhile. Similarly, Red's supply 
lines are diffused and difficult to cut. 
And Red is in a good position to smash 
through Brown (capital city HH31) and/ 
or Green. From this position Red can 
drive overland or launch an amphibious 
assault to get at Blue; he must wait and 
see what develops. 

Here are the recommended starting 
positions: 



Sea Zone D 4 rngr bns; 4 mar divs; 1 

ftr wing. 

CCCZ9 3/4-4. 

DDD29 1/8-6. 

RRR39 i/4-4 airborne, 

EBB 33 2/4-4, 1/8-4-4. 

BBB34 1/4-6. 

AAA38 2/4-4. 

AAA40 2/6-6. 

FFF45 1/8-20 SAC, 1/6-6 air assault. 

RRR54 1/4-4 airborne. 

BBB54 1/4-4 airborne. 

YY43 1/6-6, 2/4-8 TAC, 1/4-12 ftT. 

ZZ48 1/4-4. 1/8-20 SAC. 

XX45 3/4-4. 

TT45 1/4-4. 

SS45 2/4-4, 1/8-4-4. 

RR50 1/4-4. 

QQ49 1/4-4. 

PP5D 2/8-4-4, 1/4-4. 

0050 1/8-6. 

NN48 2/6-6. 2/6-10 mdm. 

NN49 2/6-6, 2/4-12 ftr. 

On the first move the attack on Gre-en 
should be launched Only if Blue has un- 
available for use a sizeable force in 
Sea Zones C, D, or E, since the extend- 
ed attack leaves Red rear areas defense- 
less. But under good conditions, move: 
WW26 3/4-4 & VV26 1/8-6 attack 
VV25. WW33 1/4-6 & XX32 2/4-4, 
1/8-4-4 attack WW32. UU38 2/6-6 it 
VV38 2/4-4 attack UU37. UU42 3/4-4 
& VV42 Z/4-8 TAC, 1/4-12 ftr attack 
VV42. 0041 2/4-4, 1/8-4-4 & PP41 
1/4-4 attack OO40. JJ45 2/8-4-4, 
1/4-4 attack JJ46. 1138 2/6-6 & JJ38 
2/6-10 mdm, 3/4-12 ftr attack JJ38. 
*DD39 2/6-6 *.- DD40 1/8-6 attack 
CC39, *BB42 2/4-4 airborne & BB43 
1/4-4 airborne, 4 rngrs attack AA42. 
*DD33 2/6-4 mar b DD34 1/6-4 mar, 
1/2-4 mar attack EE34. »BB32 1/4-4 
mar. (* denotes the optional invasion 
of Green; otherwise use them to beBt 
advantage elsewhere.) Home garrisons; 
1/4-4 in each NN48, NN49, ZZ48; 1/6- 
6, 1/8-20 SAC YY43; 1/6-6 air assault, 
1/8-20 SAC CCC45. 

It is possible only to give the first 
move, and that conditionally, because 
in a game like Blitzkrieg , the whole 
complexion of the game can change 
rapidly. Ungawa may give Red a fast 
jump on extra supplies and put its army 
in agDod offensive position, but the bulk 
of Blue lies ahead. Since Blue's opera- 
tions are unknown. Red must use his 
intellect to adapt to circumstance. Eric 
R. Shimer, Illick's Mill Road, M.R. #23, 
Bethlehem, Pa. 

Blitzkrieg - 

Offense & Defense 

by Michael C. Kohn 

On The Offense 

During the two decades of relative 
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peace following World War I a revolu- 
tionary concept in modern warfare was 
created by England's Capt, Basil 
Liddell-Hart and perfected by Ger- 
many's Col. Heinz Guderian. The 
Blitzkrieg was not a new type of war- 
fare, but a novel technique for bringing 
existing weapons into the field of battle 
with greater speed, strength, and sur- 
prise then was previously possible. In 
this view then, armor is basically a 
highly mobile artillery. 

To fully appreciate the decisiveness 
of the Blitzkrieg tactic, we must define 
three new terms: schwerpunkt, irrup- 
tion, and aufrollen. 
The Suhwerpunkt 

The schwerpunkt, usually translated 
as thrustpoint (called a mass or center 
□f gravity by the U.S. Army) is most 
often aimed at a weak point in the 
enemy's defenses where a preponder- 
ance of power in armor, artillery, and 
bombers converges to produce a deci- 
sive local superiority. It is the spear- 
head of a, major campaign, the constantly 
shifting mass which forces the defender 
to attempt to maintain moderate strength 
in all sectors and thus gains the element 
of surprise for the attacker. 
Irruption 

A favorite tactic among generals 
from Hannibal to Rommel was the flank 
attack which enabled the attacking com- 
mander to pit the bulk of his force 
against the weak shoulder of the enemy's 
line and "roll up" the entire front. But 
with the advent of the machine gun, which 
resulted in trench warfare and static 
defenses, the fronts were often several 
hundred miles long- -effectively with no 
weak flank. The problem facing the 
commander of a blitz was to create 
weak flanks by piercing through a sec- 
tion of the front with lightning- fast vio- 
lence. This breakthrough on narrow 
frontage is termed an irruption. This 
being the immediate goal of the schwer- 
punkt . 
Aufrollen 

When the air power, armor, and 
artillery have created a hole in the 
enemy lines, and armor is irrupting 
through the gap in farce to enclose the 
newiy developed flanks in a pincers, a 
critical situation once again threatens 
the attacking commander. To keep the 
blitz alive the attacker must keep open 
aline of supply to his irrupting columns, 
i.e. he must prevent the defense from 
re sealing the gap in his lines. In addi- 
tion, the armored columns are suscep- 
tible to vigorous attacks on the flanks. 

These problems are solved by a 
maneuver called the aufrollen, literally 
rolling out. While the main body of 
armor advances, penetrating deep into 
enemy held territory, smaller groups 
depart from the main column at right 
angles to the direction of advance at 
specified intervals, providing cover 



for the flanks of the advancing armor 
and preventing enemy from closing the 
gap. As a result the defenders are 
forced to retreat creating a deep pocket 
in the line. This was most graphically 
demonstrated by the Battle of the Bulge. 
Tactics of the Gap and Pocket 

Even when a pocket has been formed 
in the enemy's front the fighting does 
not become conventional, but a new 
schwerpunkt is formed and thrust either 
at the mouth of the pocket to widen the 
gap or deep inside the pocket in an at- 
tempt to sever the defensive line. This 
latter technique was used very success- 
fully during the Spanish Civil War. The 
process is repeated several times until 
the front finally disintegrates. 

Once the gap has been formed, and 
armor is proceeding to route the rem- 
nants of the defense, mechanized infan- 
try shock troops are poured into the 
pocket to widen the gap and defeat in 
detail any surviving units. When the 
pocket is cleared of resistance, static 
infantry units are brought up to occupy 
the ground gained, 
The Air Pocket 

Strategic and tactical air assaults 
often accompany an armored irruption. 
The alert commander, however, will 
not abandon the rest of the battle to the 
remaining ground forces, but like the 
armor below will fan out his bombers 
creating a pocket of dominated air 
space. This serves two purposes. In 
addition to pressing the attack further, 
the widening pocket of air control inter- 
dicts the sectors behind the front lines 
making retreat or relief of the engaged 
units difficult or impossible. 

Logically then the process is as fol- 
lows; The goal is a flank attack, the 
method--irruption. To achieve irrup- 
tion, attack on narrow frontage is em- 
ployed. Concentration of forces enables 
the commander to fight on a narrow 
fronts The aim is concentration of 
forces, the method is organization, 
mobility, and surprise. 
On The Defense 

Whenever a new weapon or tactic is 
developed, counter measures are soon 
found. So it was with Blitzkrieg. Capt. 
Liddell-Hart, in theearlydays of mech- 
anized warfare, diagnosed the problem 
as one of preventing a devastating flank 
attack before reserves could be brought 
up. He devised the checkered line as 
a defense against this tactic. 
The Checkered Line 

Liddell-Hart 1 s defense, singularly 
adaptable to wargames, consists of 
placing small units checkerboardfashion 
behind a. fortified line. Each unit sup- 
ports each of its neighbors, and also 
serves as a built-in paratroop screen. 
These units serve as delays enabling 
the defender to bring in reserves in 
time to cut off the blitz. Most impor- 
tant of all, the checkered line prevents 
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the aufrollen maneuver from widening 
the gap and protecting the flanks of the 
irrupting armor. 

For example; before the British fell 
back to the Alam Halfaya ridge at El 
Alarnein, they had positioned their 
forces in a checkeredline which sustain- 
ed many attacks before numerical losses 
required retreat to the more easily held 
ridge, Rommel's inability to roll up 
the front by a flank attack has been cited 
as the reason for the defense's success. 

The Web Defense 

Col. F. O. Miksche, shortly after 
the outbreak of the Second World War, 
proposed another defense- -the web de- 
fense and counter-blitz. This defense 
is characterized by two parallel forti- 
fied lines connected by transverse bar- 
riers. Thus a series of rectangular 
zones are sectioned off and act as a 
sieve, slowing the rate at which armor 
may penetrate its nests of mutually 
supporting fire. When the armor does 
break through the first fortified line, 
the front can't be rolled up due to the 
presence of the transverse barriers. 
The flanking maneuver is stymied and 
the armor is overextended, caught in 
a web of crossfire and prey to guerilla- 
like combat teams armed with anti-tank 
weapons. The time has come for a 
counte rallack ! 
The Counter-Blitz 

But where should the attack come? 
In the guerrilla zone? No! This would 
be using strong armor and air force 
reserves against the powerful spear- 
head of the attack--a most inefficient 
and costly deployment of troops. The 
counter-blitz should strike in front of 
the gap formed by the original blitn. 
rolling across the weaker infantry units 
attempting to widen the gap, and surging 
forward to take supply centers in the 
enemy rear. The armor in the guerrilla 
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zone is now isolated and must attempt 
to link up with reserves or be defeated 
in detail at the defender's leisure. 

Thus the initial advantage gained by 
a violently executed attack has been 
neutralized. The aggTessor can mini- 
mize the danger to his supply lines by 
less rapid advance, but this effectively 
takes away the source of the blitz's 
power. As is often the case, the tac- 
tic's weakness is a direct result of its 
strength. Michael C. Kohn, 1900 Pen- 
dleston St. , Columbia, S. Carolina, 

What to do With 
Minor Country Troops 

by Joseph Antosiak 

The article in the March issue on 
troops for the minor countries in 
BLITZKRIEG was excellent. To save 
the Research &t Design people some 
work (perhaps they can put this new- 
found time to use designing a World 
War I game?), I should like to propose 
the following as a starting point for an 
addition to the Battle Manual to allow 
for these new troops. 

1. Rule (5) under "Minor Countries" 
is deleted. It is assumed that the Z 
factors formerly lost by the invading 
country represented losses due to the 
actions of the "invisible" army, 

2. The City Capture Table ia re- 
vised as follows; 

4-7 8-11 12-15 16-19 20-23 24up" 

11 -* -* -* _* 

2 Z* 1* 1* -* -* -* 

3 3* Z* 2* 1* I* -* 

4 4* 3+ 3* 2* 2* i* 

5 5+ 4* 4* 3* 3* Z* 

6 6 5* 4* 4* 3* z* 

The reason for making the invader 
fight for a city is that it is assumed 
that the people of the city will offer re- 
sistance if their army is not there. If 
units of the minor army are in the city, 
the battle is resolved as if it were any 
other, and this table is not used. Natu- 
rally, if one country allies itself with 
another, troops may pass freely through 
each other's cities. 

3. In addition, minor cities may not 
be used by foreign powers for supply, 
air transport, etc, , unless*, 

(a) The two countries are allies, and 
the minor country's "ruler" has given 
permission; 

(b) The invading power has captured 
all the cities in the minor country. 

4. Minor armies receive replace- 
ments at the same times as major ar- 
mies, subject to the following: 

(a) A minor array may never exceed 
its first-turn strength. 

(b) The replacement rates in fac- 
tors-per-turn for each army are: YEL- 



LOW & GREEN 3 each; WHITE & BROWN 
2 each; BLACK 4. 

(c) A minor country receives no 
more replacements after its army is 
completely destroyed (no cadre). 

5, Pans-.er-granadier units may , and 
armored cavalry units may not, con- 
duct beach landings, 

In addition to the rules, here are 
some "helpful hints" on playing with 
these new units: 

1. The WHITE units may be made 
on the reverse side of BLITZKRIEG or 
MIDWAY units for; the GREEN, use the 
reverse side of units from most other 
games. Change BLACK to GRAY and 
you can make theirs out of ordinary 
cardboard. For BROWN, try using 
white squares with red lettering; for 
YELLOW, the same but with blue let- 
tering. 

2. For added interest, designate 
one or two of the YELLOW or WHITE 
infantry units as "deeert" units. No, 
they don't desert when the fighting 
starts; they are the only units whose 
supply requirements do notdouble while 
in the desert, and they move 1 extra 
square per turn when traveling cross- 
country in the desert. 

3. My last commentdeals with Scott 
Duncan's article, also in the March is- 
sue, on computing casualties. Why not 
add a rule to the effect that, when cas- 
ualties go beyond a certain level, the 
people at home start complaining and 
transmit their dissatisfaction to the 
troops, who either desert or defect? 
When casualties get too high, the com- 
mander would have to remove either a 
pre -determined number of combat fac- 
tors (desertion), or twice that number 
(defection). Or the guilty commander 
could remove a certain number while 
the opposing commander added that 
many to his own forces. 

Comments ? Send them to Joseph 
Antosiak, 2715 Lakeview Cir. , Beau- 
mont, Texas 77703, 

How to Play Bismark 
Without Expending Energy 

by Lincoln Clark 
with Modifications by Mark Nickerson 

Admiral Lutjene, are you forever 
taking the deep six with your splendid 
vessel because your opponents use 
crooked dice and peek over screens? 
If you nod emphatically yes, have hope. 
This article may permit you to last a 
few day3 longer , 

Around here, the Bismarck is quick- 
ly clobbered by the British Admiral 
outguessing the German and deducing a 
pattern. Other than running away 
(which merely postpone s the inevitable), 
the only way of preventing the British 
from deducing a pattern is not to have 



PAGE 6 

one. While I am probably not the first 
person to conceive such an idea, no 
one else has had the unbridled arro- 
gance to lay it before the general public. 

To create this weapon takes only a 
half-hour, shirt cardboard, scissors, 
and magic marker. Cut out twenty-five 
squares of the same size, and label 
them one to twenty-five, Find a suit- 
able container with a lid and the job is 
done. Before you lies the equipment 
designed to give you peace of mind and 
the British Admiral, headaches. 

To use this system, imagine the 
Bismarck to be at the center of a box 
five zones to a Side, twenty-five squares 
in all. In a given turn, the Bismarck 
can go to any of these she wishes, dis- 
counting land squares. After a turn is 
checked off, assign each of the possible 
squares that the Bismarck can go to a 
number. 

Then shake the container thoroughly 
and pull out a card. There you have it. 
Instant relaxation and random pattern! 

The. theory behind this stolid, non- 
thinking approach lies upon the fact that 
the British have only seven capital ships 
to cover twenty-five squares. There- 
fore, it is possible for the Bismarck to 
never even contact a capital ship during 
the entire game. Unfortunately, I have 
yet to see this Utopia come true. 

Consider, for instance, the follow- 
ing game. The Bismarck, alas, lost, 
but managed tD keep the British busy 
until the morning of the 27th. I was 
Her r Lutjens, enjoying my usual terrible 
gunnery (meeting the Renown and Re- 
pulse three times and sinking neither 
does things for the morale), while the 
British couldn't miss to save their 
souls. The best I could do was retire 
from the Battle Board quickly. In some 
miniscule way, it made up for my gun- 
nery deficiencies. Still, in twenty- two 
turns there were only four contacts and 
three battles. 

This system throws the problem to 
the British. He cannot rely on a plot of 
previous movements to tell him what to 
do. The best he can do is place his 
ships in a blind pattern and hope the 
Bismarck stumbles into a square that 
he is in. 

Neither of us claim that this method 
of playing will win. It is rather an at- 
tempt to even the odds against the 
Bismarck, The pressure is now on the 
British player. He can only hope for 
a chance meeting, for he cannot extra- 
polate the plot. If he concentrates, he 
has less chance of finding the Bismarck. 
If he goes one ship per square, he can 
he defeated in detail or escaped from, 
as the Bismarck wishes. Comments to 
<1X) 54 Westford Street, Chelmsford, 
Mass. , (MN) 30 Lincoln St, , Watertown, 
Mass. 
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Combat Results Analysis 

by Tony Leal 

The standard combat results chart 
for AFRICA KORPS, STALINGRAD, etc., 
may be analyzed by giving numerical 
values to each of the results and taking 
the average to get a combat value for 
each of the basic odds divisions. 



Odds* Combat Value 



result 



value 



A ELIM 


-I 


A BACK 2 


-1 


EXCHANGE 





D BACK 2 


1 1 


D ELIM 


+ 2 



For each of the basic odds divisions 
there are 6 possible results. We may 
now average the 6 numerical values to 
get a combat value. 



basic odds 



standard 



A surrounded 



D surrounded 



< 1-6 -2 

1-6 -2 

1-5 -2 

1-4 -2 

1-3 -2 

1-2 -J, 16 

1-1 - .5 

2-1 - . 16 

3-1 +1 



-2 -2 

-1.83 -1.83 

-1.66 -1.66 

-1.5 -1.5 

-1.33 -1.33 

- .83 - .66 

- .33 - . 16 
+ . 16 
+ 1 +1.33 



4-1 +1.33 +1.33 +1.66 

5-1 +1.66 +1.66 +2 

6-1 +1.83 +1.83 +2 

^6-1 +2 +2 +2 

It is now an easy matter to arrive at 
the best possible way of fighting a multi- 
ple-unit battle. Simply list all of the 
odds and average their combat value to 
get a total battle value. The arrange- 
ment which makes this total battle value 
a maximum is the arrangement which 
has the best possibilities of success. 

The battle value will also tell what 
should be expected in the battle. For 
example, a battle value of +1.6 should 
yield most of the defenders back 2 plus 
good chances that a few will be elimi- 
nated. 

As a specific example, I will analyze 
the battle given in the September 1965 
issue of "The General", (Volume 2, 
No. 3, page 7, Contest No. 9). 



Defender 


Attacker 


501 


1,20,7 


502 


554, 562 


506 


2. 124 


CCR 


8,561,9,553 


327G 


17 



5-l(S) 




+ 2 


1-1 




- .33 


3-l(S) 




+ 1.5 


3-l(S) 




+ 1.5 


2-1 




+ .33 




sum 


- +5 


*(S) • surrounded 



Now divide the sum by the number qf 
battles. 

total battle value - +1 

Other arrangements in this particu- 
lar battle may give a higher- battle value 
than +1. If so. they should be followed 
when fighting the battle. 

It may be argued that a value of Q 
for EXCHANGE is incorrect since an 
exchange is advantageous for the side 
which has units left over to capture the 
ground. A small change in the table can 
fix this. For odds of 1-2 or less, let 
exchange ■ -1/2; for 1-1, the value 
may remain; and for odds of greater 
than I - 1 , a value of +1/2 may be given . 

The battle value must not be com- 
puted over too large an area since a 
soak-off on one part of the board will 
cancel an automatic victory on another, 
The vaLue "would be meaningless. 

The method affords a good mechani- 
cal procedure for finding the best way 
to fight multiple-unit battles. It is, of 
course, not practical to calculate every 
possible arrangement of units, but in 
play-by-mail games, a longer period of 
time is available. 

In the example above, there are 7 
German units which could attack any of 
2 Allied units and 5 which could attack 
any one of 3. This gives a maximum of 
27.35 = 31, 004 possible battles, (minus 
a few since every allied unit must be 
attacked at least once). It would take 
too long to compute all of these, but 
certain rules can be followed. 1) Get 
as many surrounded battles as possible, 
2) stay above 2-1 and 1-3 if possible 
since these give the biggest numerical 
jump on the table. 



On to Brussells 



by Ken Hoffman 

Most of us play WATERLOO tactic- 
ally, or, at best, grand tactically. I 
used to do this. One night I decided to 
look at WATERLOO from a strategic 
standpoint. Here is the strategy I de- 
veloped: 

The Allies (as I'll call the P-A-A) 
have one supreme weakness - that is 
the point at which their reinforcements 
enter into the game. Most players for- 
get about Tilly and QB and head for 
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either the woods between QB and Nivelles 
or even further west in the areabetween 
Nivelles and Braine Le Comte. This 
is playing right into their hands. Your 
strength, mildly dissapated at first, is 
further spread out due to the fact it's a 
bit of a walk to Nivelles from Fleurus. 
So as you get to the woods or the Nivel- 
les-southwest road, your forces are 
chewed up bit by bit - defeat in detail. 

My idea, strategically, is to attack 
down through Tilly to where the east- 
west river intersects with the Thil 
River and then to swing west and north. 
Presto! No flank! Yes, t know, here 
comes the rebuttals. You'll say the 
Prussians are too strong to wipe out 
when you head for Tilly. You'll also 
claim that the 3- space pass at Tilly is 
too small to allow a safe passage of 
the bulk of your army. First the Prus- 
sian Army, while being equal in infantry 
artillery stacks (five 1 5-high stacks for 
both sides, not counting the corps at 
Marchienne au Pant and Gosselies) is 
by no means equal in cavalry. You can 
put up three 1 5-high stacks, while the 
Prussians have to be content with one 
13-bigh one. So when you join in battle 
at Tilly (or slightly south of there) he is 
(or will become) tactically flankless. 
You can use a pincer movement with 
your cavalry. His few cavalry pieces 
will be quickly used up in delaying 
action. Secondly, the 3- space at Tilly 
is wide enough. If you defeat the Prus- 
sians at Tilly he will be able to hold you 
up in the small pass with his cavalry 

for a while but how much cavalry 

does he possess? 

Your opening set-up (all in stacks of 
1 5 on the Fleurus-Charleroi secondary 
road) should be in this order; cavalry, 
infantry, infantry, infantry, cavalry, 
infantry, cavalry. Imperial Guard, Nap- 
oleon. This lets your cavalry cut out 

fast, but doesn't leave it out on a limb. 
Your infantry should cross the river 
as fast as possible. Reille's 2nd Corps 
at Gosselies is to be used to cover QB 
from an English break-out (highly un- 
likely) in the first four hours. After 
four hours D'Erlon's 1st Corps will 
take over the job, and the 2nd will be 
free to either protect the flank or con- 
tinue all the way to Tilly. 

You had better be a good tactician - 
for Tilly is the tacticians' paradise. 
Both armies join right in the middle, 
with, of course, the French cavalry on 
the Prussians' flanks. A poor tactician 
can botch the whole operation by allow- 
ing too many powerful Prussian units 
to escape from the first battle of Tilly. 
Don't attack until you can get your en- 
tire strength available at Tilly. A pre- 
mature battle means curtains for the 
French. 

There's one thing to watch out for: 
that is some players get very panicky 
should the Tilly battle require several 
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hours mure than expected. Don't worry' 
You're hurting the Prussians more than 
you're hurting yourself, Also, instead 
of having a lot of little formations, have 

less big-ones sort of like the Army 

of Northern Virginia! For instance, 
use 1 cavalry stack to replace the losses 
of the other two. Use up some weaken- 
ed infantry tn replace the losses of 
others so you have a very organized and 
compact army. This is important so you 
can bring a lot of strength to bear on 
one turn. 

Pretty soon the Allies will get out 
of QB and fall back to the line of the 
Genappe River. Once again, he can 
barely reinforce the Wavre front so 
you continue to use your cavalry as a 

spearhead confusing the Allies and 

getting in their way so they can't form 
a cohensive defense line. 

Once you've broken the line of the 
LaLasne River he's had it. Remember 

keep cool and you'll be in Brussels 

on June 19th. 

Any comments will be very gladly 
received at my home address: Ken 
Hoffman, 266 Carroll St., New Bedford, 
Mass. 0Z740, Attn: WATERLOO. 

Songstress Harriette Blake 
Plugs the Games 

How far would you go for an Avalon 
Hill Game? A mile? Two miles? How 
about 800 miles? That's exactly how 
far Michael Blake traveled just to visit 
Avalon Hill. 

"Some kind of nut, " you say? 

Young Mr. Blake lives in Chicago 
with his mother, Harriette Blake, whose 
singing career takes her all over the 
country. But Michael prefers to stay 
in Chicago playing you-kno w -whose - 
games instead of making these trips to 
all of the big cities in the four corners 
of the country. (Yes, we guess he is 
some kind of nut. ) 

However, when Mrs. Blake was 
scheduled for a Baltimore appearance 
in the Playboy Club. Michael decided 
that he must accompany her for the 
chance to visit the makers of those 
games. 

Of course, we felt flattered by it all 
as we are when anyone wishes to visit 
our offices and plant. The ludicrous 
part is that there really is nothing much 
to see at a game-making place except 
the fun "filled side trips where one can 
watch the printing presses chew up the 
troop counters and the shipping clerks 
manhandle the special handling pack- 
ages. 

Meanwhile, back at the Club, the 
big brass of Avalon Hill were enjoying 
a between -shows tete-a-tete with 
Harriette Blake, herself (see pix. )Mrs. 
Blake turned out to be quite a charming 
chanteusse who found time to rave about 



Avalon Hill to her audience. 

Mrs. Blake has an excellent voice. 
Her current hits, "Turn Around Boy", 
and "Two of Us" have gotten her sched- 
uled for personal appearances on the 
really big TV shows. Her song- styling 
will make her quite a singing star of 
the future. Look for her soon. 

Also, look for Michael Blake who 
might just turn, up in your city search- 
ing for an Avalon Hill opponent as fana- 
tical as he is. 




BETWEEN SHOWS: The big brass at 
Avalon Hill chat with popular chanteusse 
Harriette Blake (with orange juice J. 
Seated left to right are Mr, & Mrs. A. 
Eric Dott, Vice-President, Mrs. Blake 
and Ted Wienert- 



A Walloping in Waterloo 

by Tom Eller 

Here is a French opening move for 
Waterloo which ensures the capture of 
the heights in front of Quatre Bras, 
and, inevitably, QB itself. Below ar« 
the important movements lor this ob- 
jective. 

Start: 



Units: 

6-4 

2-6, 

2-6 

6-4, 

5-4, 



3-6 



1-1,20 

LL2D 

LL20 

MM20 

LL21 

0O16 

0015 

PP15 



6-4 

6-4 

Three 5-4's 

Three 5-4's 

4-6, 3-6, 3-6, 

3-6, 2-6 

You will observe that the first move 

for all the French units is not given. 

Only those units participating in the QB 

attack are shown. The rest can be 

positioned and moved at the individual 

player's option. Here is the second 

turn. 



Units: 



Start: 



6 - i 


DD25 


6-4, 6-4 


EE23 


3-6 


BB27 


2-6 


BB27 


Three 5-4's 


GG21 


Three 5-4's 


KK19 


3-6 


HH22 


fc-4 


EE22 


5-4 


EE22 



Stop : 
BB25 
AA27 
AA27 
AA28 
BB26 
DD23 
BB25 
BB25 
BB24 
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The cavalry group on HH22 can be 
employed on the QB front if necessary, 
but should usually continue on its way 
to the east and end upon 1130, in support 
of the I Corps. The 5-4 on BB24 is 
used lor a soak-off against AA25. It 
can be augmented with some of the 
cavalry, if necessary. Units on Z27 
and Z28 can be taken care of with the 
cavalry adjacent to them, and HH22 can 
supply any additional soak-off units you 
might need. Depending on what the 
PAA player has done in his turn, you 
can either hit everything on AA26 at 
three to one, or you can soak off again 
and smash one ofthe units at four or 
five to one (assuming there are two). 
Thus the hilltop position is effectively 
broken, and the PAA player must con- 
tinue the battle, which is foolish as 
well as expensive, or he must withdraw, 
which is bad for him at this early stage. 
The Other French units should close in 
from the west. 

The French player should continue 
tn push in the center, exploiting his 
advantage, with secondary drives 
through Tilly and Nivelles. The PAA 
player is by no means finished, despite 
his loss. His last natural defense line 
is the Genappe river, which must be 
broken quickly. A capable opponent can 
slow the French advance to a crawl 
with 1-6 and 1-4 units, so all advances 
should be spearheaded by cavalry for- 
mations to help break up and cut down 
on these tactics. Never pass up an op- 
portunity to attack the enemy at good 
odds. He cannot afford to take many 
casualties among his heavy units if he 
expects to put up a stiff defense. Don't 
let one portion of the front outrun the 
others or the enemy will most likely 
cave in your extended flank and chew 
up your troops badly. Defeat in detail 
is the big thing for the French to avoid. 
As long as you can keep a fairly cohe- 
sive front, you are doing fine. Drive 
down the road to Brussels relentlessly; 
never let up far a moment. Your best 
chance for victory lies in using the de- 
fection rule. 

For you PAA players, the best 
strategy is an avid use of the weak units 
for delay. These can be conserved by 
the following method: Alternate these 
units with stacks of two 6-4's which 
are accessible from only one square. 
For example, on the first turn, you 
can place a 1-6 at CC19 and DD15. with 
the 6-4's at BB17, and another group 
of 6-4's at BB21. The French can only 
make snail's progress at minimum cost 
to yourself using this method. He can 
always attack at relatively poor odds, 
but sustained losses will slow blue 
progress even further later on. 

There is no defense against the 
French opener outlined above, but you 
can put powerful groups of units at Z27, 
Z2H, Z2", AA26, AA25 and AA24 to 
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extract the maximum toll of French 
soak-off units, thereafter using delay- 
ing tactics or a limited battle, Nivelles 
will be jeopardized by the fall of Quatre 
Bras, but you should not give up with- 
out a bitter struggle in this area, there- 
after conducting a slow retreat. The 
entire PAA strategy can be summarized 
as one of holding a position as long as 
possible and then conducting a slow 
withdrawal. Make a last ditch effort 
in the forest de Soignes. Counterattack 
ii the Frenchman gives you a good op- 
portunity to do so. It is important to 
conserve your troop strength, however. 

A few closing remarks. The PAA 
player can hang on to good defense posi- 
tions even if there is a hole nearby, by 
plugging the gap with a delayer for as 
many turns as feasible. Some delaying 
units should be sent south from Nivelles 
on the first turn and more thereafter 
to delay the I Corps advance. The de- 
laying units are generally all the troops 
you will have to send here, since a suc- 
cessful delaying action will keep the 
French away until the reinforcements 
from Braine-le-Comte make the scene. 
Delay by Tilly is easy because of the 
wooded terrain. 

Comments, poison-pen letters and 
the like should be addressed to Tom 
Eller, 3100 63rd Avenue, Cheverly, 
Maryland £0785. 

The Principles of War 
for the AH Wargamer 

by M, J. Frankwicz 
former Capt., U.S.A. 

Capt. W.L. MacMurdy, U.S.A. 
M. Brundage, Editor 

The Principles of the Objective 

Why must we study the Prin. of the 
Obj. first before all the others? Be- 
cause, as General Sherman said, "War 
is Hell. " War is not something we can 
do on a random, or first-come, first- 
served basis, nor something that can 
be done on a progressive basis, like a 
baby who learns to crawl before walk- 
ing. Rather. Gentlemen, when one 
wages war, one enters the most violent 
of man's activities and he had better 
know where he wants to go before he 
starts, because he's going to be stung 
every step of the way. This is why the 
objective is the first principle of war. 

Setting the Objective 

An objective is a goal that is within 
your ability to reach. Every military 
operation must have a decisive and 
attainable goal before you can do any- 
thing else. The objective must be set 



iirst or the remaining principles are 
useless. 

The Three Levels 

There are three levels of objectives, 
if we discuss them we can make the 
definition and the intent of this princi- 
ple clear. 

The Final Objective 

First of all, there i s Ultimate, Main, 
or Final Obj. For the A. H. wargamer, 
it is the conditions of victory as set in 
the rules of the game . For example, in 
the basic BULGE game, the German 
player wins if he either (a) gets any 20 
units across the Meuse. , .by his Dec. 
23rd p.m. turn, or by (b) eliminating 
all U. S. units on board. Often you get 
a choice like this from among two or 
three. 

The Intermediate Objectives 

The next level down the ladder, are 
the Intermediate Objectives . This is 
where the real brain power comes in. 
These are the major accomplishments, 
made in planned sequence, that must 
contribute toward gaining the Final Ob- 
jective . (Think about that for a mo- 
ment. ) If you were playing BLITZ- 
KRIEG, for example, one plan for at- 
taining the Final Obj. might involve 
these Intermediate Objectives. 

(1) To attrition the enemy, stinging 
him for X number or more combat 
factors before your main battle forces 
join. (Z) Then get him to commit as 
many of his forces, as possible, while 
holding a maximum of one's own in re- 
serve for the "Big Bang". (3) From 
there try to maneuver him to a battle- 
ground of one's own choosing and (4) 
there try to gain the balance of power 
in the resulting battles to (5) increase 
or at least hold the balance of power. 
And then if done well enough complete 
the Final Obj. by{l) eliminating him, 
or (2) by occupying all of his home 
country cities for one complete turn. 

These and others like seizure fit 
control of critical terrain, (such as, 
the Quatre Bras area in Waterloo), de- 
struction fa nullification of a part of 
your opponent's forces in a key sector, 
(such as, encircling & destroying the 
maximum possible U.S. Forces east 
of the Ourthe Rive in BULGE); or the 
accomplishment of something within a 
certain time frame, (such as, the 
speedy fall of Tobruk in A.K. ) are all 
examples of Intermediate Objectives. 

The Local Objectives 

The third level, are the Local Ob- 



jectives. These apply to the goals at- 
tained within one or two moves on one 
section of the gameboard. These like 
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the intermediate must contribute toward 
accomplishment of the next highest ob- 
jective. You can have actions going on 
to accomplish one or a number of these 
during a single move. At times, you'll 
find that combat may not be necessary 
to accomplish a local objective, (such 
as, finding Minsk, a decent little com- 
munications center, is yours for the 
taking, as the German play in STALIN- 
GRAD. ) At the same time a number of 
other local objectives are being strived 
for, of course. Local tactical Objectives 
are of immediate interest, because you 
have to take care of them now & in the 
next move to keep the game moving. 
But they are only of value as contribu- 
tors to the higher objectives. 

Notes fir Suggestions 

Capt. MacMurdy says. "Choosing 
ohjective is easy; picking the appro- 
priate ones is something altogether 
different, First, insure that you under- 
stand the final objective or ultimate 
objectives (the victory conditions). Then 
plan your attack to proceed logically 
from local to intermediate to final ob- 
jective^). For knowing where you're 
going is half the battle. " 

Especially, remember don't play 
the game in a random, move by move, 
style. Though the mechanics of the 
game are such that it looks that way, 
don't think that way as you play. Think 
of what you want to accomplish first. 
Also, it is always a good idea to re- 
read the rule &i keep the final objective 
foremost in mind, It helps keep you 
from becoming confused about the rules 
as the game progresses. 

Editor's Notes 

For high points k definitions see 
underlined words h phrases. 

Tared Johnson is doing a survey h. 
hasn't had much luck in getting any- 
body to participate. He says it 1 a for 
a worthy cause (A.H, ?) How about 
answering his ad in the May '66 GEN- 
ERAL, 4th col. from left; 4th ad down 
from top. 

Size up your opponent (the enemy), 
the gameboard (the terrain), the weather 
factor if involved, & Your own strengths 
& weaknesses, (both on the board fie in 
your head.) Remember, this process 
begins when you prepare for play fit 
should be constantly reviewed & revised 
as the game proceeds. By keeping a 
few notes St analyzing them at the end 
of play you will know where your think- 
ing was good fir bad. 

Next issue: beginning the Principles 
of Mass & Maneuver. . . Myron R. Brund- 
age, 2437 W. Sunnyside, Chicago, 111, 
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Moscow at 3 to 1 

by Jack Donovan 

Many words have been written about 
perfect Russian placement but contrary 
to the fact there ain't no such thing as 
a perfect Russian placement. The per- 
fect German plan we shall now discuss 
was good Enough for the German General 
Staff and it will also be good enough for 
us. The German plan was to place the 
bulk of his armor and armored infantry 
in the north central area and drive to- 
ward Leningrad and Moscow with the 
prime object of capturing Moscow and 
dividing the Russian armies in two. In 
the south between Brest Litovsk and the 
Black Sea the German was to tie up as 
much of the Russian army as possible 
without absorbing too much in the way 
of loses. Here then is our perfect Ger- 
man plan including the division of the 
units into 3 army groups. The 3 army 
groups shall be designated as Army 
Group South (A. G. S. ), Army .Group 
North (A. G. N. ), and Army Group Fin- 
land (A,G. F. ), each of these groups 
shall have a definite area of responsi- 
bility and number of troop units attach- 
ed to it a-s follows: 
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ALL 
ALL* 
*The Question Box of the March 1965 
issue of the General states that the 
Rumanian troops can be started in 
Poland or Finland . 

Now that we have placed our forces let 
us go now to the strategy to be followed. 

1. In the south, A.G. S. will be used 



to tie up as much of the Russian Army 
as possible. This is done by placing 
6 units af(4-4-4) and one unit of (3-3-6) 
between LL- 1Z and the Black Sea, 6 
more units of (4-4-4) must be placed 
next to Hungary so as to be able to move 
thru Hungary on the second turn of the 
game, to attack in the area of GG-11 
and 12 and JJ- I I and 12. The balance 
of A. G, S, would be placed between Z 
and EE. In the south the German should 
only attack when he can attain odds of 
3 to 1 or better. As the game pro- 
gresses the Russian will be forced to 
withdraw units from the south to bolster 
the north central section. When the 
Russian south has been weakened suffi- 
ciently for the German to break through 
the German should drive toward Moscow 
as a primary target with Stalingrad as 
a secondary target, using only enough 
troops at Stalingrad to press the Rus- 
sian but not completely defeat him. 

Z. In Finland, considering the Ger- 
man strength here, there are many 
possibilities that can and must be ex- 
plored. The German can attack at 3 to 
1 on a 5-7 or 4 to 1 on a 4-6 and still 
be able to protect its flanks from a 
Russian break through to Helsinki. The 
German can also attack Leningrad at 
1 to 2 if the Russian places a 4-6 or 
5-7 in the city. These 1 to 2 attacks 
can be repeated until the German wins 
(defender back 2 or exchange) or until 
the Russian places more than one unit 
in Leningrad, If in the area north of 
Leningrad the German can win (elim) 
a Russian unit on his first turn the Rus- 
sian can be pressed into withdrawing 
and he could not think of counter attack- 
ing because he would not have enough 
units to attack and protect his flank at 
the game time. If the German can tie 
up 4 to 6 Russian units in the north for 
a period of time and threaten Leningrad 
and/ or Moscow the Russian must com- 
mit reserves in the north in order to 
protect his cities, therefore he will not 
be able to fully reinforce his front in 
the north central section. 

3. In the north central section 
A.G.N, now carries the ball. In this 
area there are 3 areas where the point 
of emphasis will give you the desired 
break through results. Of these areas 
the area at S-18 and S-19 is of the first 
order of importance, especially if a 
4-6 appears on square S-19. A 3 to 1 
attack against S-19 will allow the Ger- 
man to cross the river no later than the 
second turn. In conjunction with this 
attack a 1 to 1 attack against R- 18 could 
leave the unit on S-18 pinned in. The 
area of the second order of importance 
is square V-19, a 3 to 1 attack with 
soak off can be achieved at this point 
with the result being the German cross- 
ing the river at this point. The area 
of the third order of importance is the 
area around Brest Litovsk, AA-15, 



PAGE 10 

BB- 15, here if a 5-7 is placed in AA- 15 
or a 4-6 in BB-15 a 3 to 1 attack with 
soak off can be achieved and Russian 
transportation across the front is halted. 

If the Russian places his units so as 
to have more than one unit per square, 
so much the better, these three areas 
are still the places to attack and these 
attacks will still work. 

The Russian by stacking will be forc- 
ed to leave holes in his line that he can 
not protect. Once the German crosses 
the Nemunas river (no later than the 
second turn) he must fight at least a 
total of 4, 3 to 1 or better battles 
across all his fronts on each of the 
next 3 to 4 turns to win. Less than 4 
battles per turn will allow the Russian 
some help from his replacements. 
The German, in the North Gentral sec- 
tion, based upon the Russian defense, 
must decide if he wants to take Lenin- 
grad or Moscow first. Of course if 
A. G. F. has taken Leningrad early in 
the game, and this can happen, then 
Moscow is the goal. One of these 
cities must be taken early in the game 
(before the end of winter) so as to re- 
duce the Russian replacement rate. 

If this plan is followed with the pre- 
scribed number of 3 to 1 attacks and 
crossing the Nemunas river on time 
the German cannot fail to win, 

I would appreciate any comments or 
criticisms on this plan. Jack Donovan, 
15150 S. Diekman Court, Dolton, 111. 

Bulge-View from Paris 

by John A. Rancourt 

Any veteran Avalon Hill Wargames 
player knows that the most enjoyable 
game is one with both play-balance and 
historical accuracy. Battle of the Bulge, 
an excellent game, retains both of these 
with the tournament rules minus weather 
and one-way traffic. 

First of all, I wish to point out that 
the following is not another unbeatable 
strategy, I feel that no strategy is un- 
beatable. It is only an effective way of 
slowiug down and driving back the Ger- 
man forces. This strategy has been 
used often by me successfully and should 
seem logical to anyone who has played 
a few games, 

A competent German commander 
will see the importance of the heights 
about Clervaux and will try to take them 
on the first turn by advancing after a 
6-1 or a 5-1. He may also cut a road 
in the middle of the Northern hills to 
trap vital units there and prevent them 
from reaching the important areas. 
The Allied player cannot do anything 
about this but pray. However, when 
his turncomes and he gets off his knees, 
here is apian it might be wise to follow. 

Firstly, if there are any hill or river 
positions left thatare valuable he should 
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take them. Secondly, since the area 
around Malmedy is filled with hills and 
one American division can hold the 
Germans forever, all units, minus 
those needed to hold road, river, and 
hill positions, and reinforcements 
should be sent to where the German drive 
will be easiest, and probably strongest, 
toward Bastogne. 

Because the Allies never outnumber 
the Germans at the start of the game, 
their's should be a totally defensive 
battle until they arc strong enough to 
launch a successful counter-offensive. 
Allied attacks are sometimes disastrous 
since the units involved may become 
engaged and either encircled or attacked 
with overwhelming odds. 

Fortresses are quite useful and often 
I prefer them to fortifications. I usually 
build them in strategic places to block 
the German advance, A string of them 
weli manned can stop a german attack 
cold. However, I find that they come 
in most handy defending the areas be- 
tween the forests and rivers of the 
North-West sector, that is, just West 
of the Ourthe River. I usually send all 
the units I can spare to build fortresses 
there, and by the time the Germans 
arrive there, there may be a double 
wall which can stop nearly anything 
until the Allies receive enough rein- 
forcements for a counter-attack. I 
always try to save my units so I can 
have construction going on behind my 
lines to make the defense even stronger. 
I like to keep my strategic bombing 
attack until I can get twenty or more 
points of armored units. Anything less 
is a waste and it is better to have it 
hanging over your opponents head. 
When the final corps comes on, pro- 
vided there is no emergency for it in 
the defense of the Meuse, I bring it in 
deep in German territory. This drive 
cannot be stopped by the small units 
there and your opponent will have to 
withdraw some armor to stop it or he 
will have his supply lines cut. If the 
Allied losses are great, then the final 
corps should be kept for defense and 
the commander should wait out the time 
limit. 

One method of conserving units is to 
make sure that your unit always has a 
retreat route open even if it costs a few 
extra squares. 

Above all, the Allied Player should 
never leave a gap in his lines. If can 
mean sudden death for obvious reasons. 
Also you should capitalize on the enemies 
gaps if any occur, since one unit going 
through a gap can raise havoc with 
supply lines. 

This is the essence of my strategy 
and the one which I think works best. 
Comments or criticism is welcomed. 
Write John Rancoiift, 38 Sanger Ave. , 
Waterville, Maine 04901, Next issue: 
The Bulge: View from Berlin. 



PBM Substitution 

of Units in Blitzkrieg 

by Mark Rosenberg 

At present, there is no method to 
break larger units into substitute units, 
and vice-versa, simply and quickly 
when playing Blitzkrieg by mail. The 
following system was devised by me in 
order to remedy this situation. 

When a person wishes to break a 
larger unit down into a group of smaller 
units he simply draws a box around the 
larger unit on the Order of Battle Sheet 
and prints a capital letter, for instance, 
A, He then draws a box around the 
substitute units that the larger unit is 
to be broken into and prints the same 
letter as the larger unit, as in the case 
A. 

If one wishes to combine substitute 
units to make "Order of Battle" units 
he does it as described above, except 
that he prints small letters. By using 
different letters it is possible to break 
many units down and vice-versa. 

When the defender gives the "Battle 
Results" (Section 4) he sometimes finds 
it necessary to split larger units into 
substitute units. All he has to do is to 
use the method described before. How- 
ever, it is preferable to use adifferent- 
color pen or pencil and different letters 
to make it easier to distinguish the at- 
tacker's substitution from those caused 
by combat. 

This system makes it possible for 
substitutions to be made without having 
to use Section 1 (Comments) or the 
margins. I hope all you fanatics adopt 
this system or at least know how to use 
it when your opponentuses it. All com- 
ments andcriticism should be addressed 
to: Mark Rosenberg, 187 Kings Point 
Road. East Hampton, N. Y. 11937. 

Nuts to Bulge 

Conditions of Victory 

by Michael Mitchell 

After reading the article "Conditions 
of Victory" by B. K. Branch in the May 
1966 issue many questions in my mind 
were left unanswered. It appeared he 
considered the Russians unworthy of 
victory if they stop the Germans from 
attaining their goals in Stalingrad. He 
considered the Allies unworthy of vic- 
tory if they stop the Germans from at- 
taining their goals in Afrika Korps. He 
also considers the Americans unworthy 
of victory if they stop the Germans 
from attaining their goals in Bulge. 

However, 1 noticed nothing was 
wrong with the Germans staying on the 
defensive, slowiy pulling back to the 
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Rhine, and winning a victory in D-Day. 
I fully expected him to say that the 
Germans should at least drive the Allies 
back to Paris for a half victory. For 
the Germans to win a full or decisive 
victory they would have to drive all but 
five or ten Allied units off the continent. 
(Any less result would be a continuing 
threat to Germany, and is a stalemate). 

I realize that the above is foolish. 
The Germans would seldom win. I feel 
that the German player deserves victory 
if he can keep the Allies from crossing 
the Rhine in fifty weeks. 

Now let us compare Mr, Branch's 
conditions of victory for Bulge. He 
states that the Allies should not win if 
the time runs out on the Germans. In 
most games of Bulge that I have played 
this is the way the Allies usually win. 
At the beginning the Allies cannot hope 
of seriously hurting the Germans, be- 
cause of the Allied units' position and 
the fact that he is at a one to three dis- 
advantage. He therefore must take the 
defensive. By the end of the game Al- 
lies might have a one to one but this is 
doubtful due to the fact that the Allies 
lose a number of units before they can 
assemble a decent counter-offensive 
force. 

As was told the German people be- 
fore this campaign "Our armies are 
again on the march; we shall present 
the Fuehrer with Antwerp by 
Christmas, M the Germans needed a fast 
win to obtain their objective. If the 
Germans didn't get at least across the 
Rhine by Dec. 30 their hopes for victory 
were very slim. In the actual campaign 
the Allies lost less than half of the 
200, 000 German casualty total. These 
German losses couldn't be replaced and 
even if the Germans held out longer in 
Battle of the Bulge this would have 
brought the inevitable Allied victory 
sooner. 

In conclusion 1 state that it is quite 
reasonable for the Allies to have victory 
if the Germans aren't across the Meuse 
in force by December 30. This really 
gives the Germans more time than they 
should be allowed. 

I will not take the time or space to 
discuss the similar conditions of vic- 
tory for Stalingrad and A. K. I feel 
that in these games the Allies deserve 
victory if they keep the Germans from 
attaining their goals, just as the Ger- 
mans deserve victory in the similar 
conditions in D-Day. Comments: 
Michael Mitchell, 614 West Tipton St., 
Seymour, Indiana 47274. 

St. Peter Wins 

PBM Tournament 

Mark St. Peter of Detroit, Michigan 
has won P. O. W. 's first annual PBM 
tournament. With a come from behind 
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performance he registered two opening 
wins in Tactics II, beat the tournament 
leader with the Germans in Stalingrad, 
and then clinched his victory via an 
Afrika Korps decision which edged out 
Alvin Files of Oklahoma who claims 
secpnd. Mr. St. Peter is a true cham- 
pion and will return to defend his crown 
in Pennsylvania's second annual tourna- 
ment. 

This announcement is made ta all 
who missed the previous General , The 
Doubles Tournament will officially 
start July 31, 196b and run a full year 
course, A team is composed of two 
wargamers taking opposite sides in the 
same game and playing a similarly 
matched team. To be eliminated both 
team members must be heaten in the 
same game. A team gets 3 points per 
victory, 1 point per loss, and a bonus 
of two points for eliminating the oppos- 
ing team. 

All A.H. current land-battle games 
will be used but each team must own 3 
games jointly, when you decide which 
games your team owns, and the order 
in which you want to play them, send 
this information along with a self- 
addressed stamped envelope and a $1 
entree fee per team, to P. O. W, , 128 
Warren St. , Sayre, Pa, 

All those unable to find partners 
may write to P. O. W. at 516 E, Diamond 
St., Hazleton, Pa,, being sure to Btate 
what games you own and preferences in 
partners. All entry's roust be post- 
marked July 31, 1966 to be insured of 
a fair starting position. 

The Second Front 

By S/Sgf;« Louis Zoochi 

It has been called to my attention 
that many of the readers considered 
"Operation Gulp" somewhat less than 
perfect. These heritics had the audac- 
ity to point out that my attack on CC15 
violated the rule which states that ground 
units must be used in conjunction with 
air units to subjugate a city. Air power 
alone is not permitted, they claim, and 
then blatantly refer me ta page 6. Ha! 
These wild eyed radicals go on to pro- 
claim that artillery can't attack AA42 
or EE34 by sea because of rules on 
page 4. Again I say Ha! Not contented 
with the blasphemy previously perpe- 
trated they go on to point out that the 
4-4 unit cannot attack AA42 after in- 
vading the beach since you can't use 
road bonuses on an invasion turn. #12 
page 5. Now I ask you, have you ever 
heard such balderdash in your entire 
life 7 But please don't be too harsh on 
them I beg of you. Obviously these up- 
starts are not among those of us who 
are familiar with Zocchi's Dirty Dozen 
(Vol. 1 No. 1)1 I have been informed 
that this article was responsible for a 



revulsion or revolution (I can't remem- 
ber exactly how they phrased it> in the 
war games industry. 

No doubt, these unenlightened indi- 
viduals tried to play the opening just as 
it was written instead of using it in con- 
junction with the "How to win without 
really playing" article published in the 
first issue of the General. They have 
turned their unjustified wrath upon me 
and leave me no recourse but to en- 
lighten them on the merits of opening a 
second front. 

The first factors to be considered 
when opening a second front are terrain 
and weather. Invite your unwary oppo- 
nent to call at your house about 11 a.m. 
far lunch and a game. Schedule the 
raaLch for a day when it will be raining 
or snowing. When he arrives, allow him 
to ring your door bell at least 20 times. 
Eventually he will tire of this and start 
bashing the door with his knuckles. 
Just before he leaves in disgust, dash 
to the door in your bathrobe and ask 
him why he arrived so early. Explain, 
with a forced show of congeniality, that, 
you were taking a shower and didn't 
hear him at the door. Invite him in 
and promptly help him off with his coat. 

The next step requires a bit of practice. 
If you have a dog, secretly teach him 
how to snatch the coat from your hands 
and drag it to the furthcrest corner of 
the room. With a little training you can 
coax your dog to lay down on the coat 
and growl in a menacing manner every 
time anyone approaches him. If you 
don't have a dog, fling his coat on the 
floor with gay abandon and tell him not 
to worry because the floor needed clean- 
ing anyway. If he is cold or wet, force 
him to put on your mother's sweater 
and then promptly shove him into a 
chair before he has had a chance to get 
a good look at the room. Make Bure he 
sits in the chair you have placed a 
child's toy on, This is not only painful, 
but he will feel very embarrassed when 
you inform him that he has just ruined 
poor little Tommy's favorite plaything. 
Explain to him that if he will get the 
game out and set it up while you are 
getting dressed, be can help you save 
time. Then dash off without telling him 
where you have hidden it. If you have 
a dog, he can be very helpful during 
this phase of the operations. All he 
has to do is growl and snap at your 
guest every time the poor hoob tries to 
move. Make sure that the room is a 
mess before he arrives so you can ex- 
plain that you were planning to clean it 
before he was supposed to arrive at 1 
p.m. After a few moments of frustrated 
looking, he is sure to ask you where you 
keep the game. Mumble something in- 
comprehensible from the other room in 
reply to his question. This will cause 
him to raise his voice and ask again. 
Repeat this routine until he is shouting 
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at the top of his lungs. At this point, 
have the woman in your life (mother, 
wife, etc.) stomp into the room and 
indignantly announce that his bellowing 
has awakened little Tommy from hie 
nap. Then have her say something like 
"and just what do you think you're doing 
in my sweater?" At this point, you 
re-enter the room and ask her if she 
would mind preparing lunch for both of 
you. She promptly hits the ceiling and 
delivers a blistering tyrade againstyour 
silly war games and how she can't get 
a lick of work out of you since you've 
been wasting your time with free loader s 
like that worthless (have her look point- 
edly at your guest and stop speaking as 
though she suddenly realized that he 
was here). Then, she spins on her 
heels and says to you in heated anger 
that since she has to do your work as 
well as her own, she hasn't the time. 
With a false show of bravado, give a 
hollow chuckle and tell your friend that 
you'll fix the lunch. Leave him strand- 
ed with nothing to do while you wisk off 
to the kitchen, At 5 minute intervals 
your woman should re-enter the room, 
stare pointedly at your guest, and ask 
"Are you still here?" While you're 
crashing around the kitchen, tell your 
friend where you have hidden the game 
and ask him to get it out. Be vague. 
Say something like, "look in the desk." 
Don't tell him which drawer. This way, 
he must open all the drawers and search 
thru each one. While he is in the pro- 
cess, have your mother catch liim in 
the act with a withering blast like, "And 
just what do you think you're doing in 
MY desk?" Don't volunteer any infor- 
mation on your friends behalf and if he 
solicits your aid, deny everything. I 
recommend serving him hamburgers 
that have been rolled in dry oatmeal be- 
fore frying. They are delicious and 
have an unidentifiable taste, After your 
friend has consumed his burger, have 
your mother call to you from the kitchen 
because she can't find the Gainsburgers 
she left in the freezer and it's time to 
feed Fido. 

With a look of astonishment, inform 
her that you thought they were ham- 
burgers and that you and your friend 
have just eaten them. When your mother 
comes in to question you further about 
this, she notices that your friend is 
drinking out of the Blue cup. She should 
then say, "Billy, you know that only 
Uncle George uses the blue cup because 
he is dying of contagious lung cancer. 
If anyone else drank from the blue Cup 
or ate off of his special blue plate they 
might contract the disease." You quick- 
ly smooth things over by explaining 
that his cup wasn't as dirty as the rest 
of the dishes you used. At this point 
she checks to see if he is eating off of 
the hlue plate. That's when she dis- 
covers you served his Gainsburger on 
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Fido's dish. Laughingly explain that 
Fido is clean and healthy since you 
sprayed him for fleas yesterday. 
Scratch yourself vigorously while you 
go on to explain that since your friend 
is sitting on Fido's favorite chair, and 
looks so much like Fido anyway, you 
forgot yourself. Have her nag you 
some more about doing some work 
around the house while you and your 
friend are setting up the game. Be sure 
to have a strong light shining over your 
shoulder when you play. He gets all 
the glare and has difficulty seeing what 
you're up to. 

The last suggestion I make was pulled 
on me by Carl Kria.be. Get some old 
scratchy records that have a remote 
military theme. Carl has a few beauts 
to which he subjected me. One of them 
was "The Meadowlands March", the 
theme song of the russian army during 
WWII. AL 8 bar intervals, Carl would 
inform me that this was "The Meadow- 
lands March", the theme song of the 
Russian army during WWII. Every 8 
bars mind you, and the darn thing was 
an LP! He bas another pip which fea- 
tures the sounds of Her Majesty's Cold 
Stream Guards as they spit shine their 
boots for a royal inspection. Distrac- 
tions like this are particularly effective 
when played at full volume arid your 
speakers are situated around your op- 
ponents head like a pair of ear muffs. 
Your opponent must shout above the din 
when he wants to talk to you and this 
brings mom out on a dead run. She 
chews him out for awakening little 
Tommy again and then asks him if he 
must listen to that stupid record at 
such a loud pitch. Here is where she 
discovers the broken toy and demands 
to know who broke it. Say nothing. 
This puts the burden of reply on him. 
If you still can't win, take up the study 
of Voodoo or try Plan "Smaller Bite" 
which was devised by John Schaefer of 
2709 Norbert St., Flint, Michigan 
485 04. He sent this to me as an im- 
provement over "Operation Gulp". 



THE GENERAL 



Original 






Final 


Positions 


Units 
3 Inf. 4-4's 




Positions 


L-7 


T-ll 


L-6 


3 Inf. 4-4's 




U-12 


J-13 


3 Inf. 4-4's 




N-I4 


J-12 


3 Inf. 4-4's 




M-13 


L-19 


2 Armor 6-6 


8 


Q-16&P-16 


S-Z3 


2 ArtyS-4-4' 
1 Inf. 4-4 


S 


W-21 


P-15 


1 Inf. 4-4 




W-20 


0-16 


2 Armor 6-6 


a 


DD-25 


P-16 


1 Armor 8-6 
1 Armor 4-6 




DD-24 


S-25 


3Fgtr. 4-IZ' 


a 


BB-31 (then 
S-Z5) 


V-33 


ZMdm.6-10 


s 


BB-31 (then 
V-33) 


S-22 


2 Armor 6-6' 


s 


BB-30 


U-26 


I Inf. 4-4 




Y-26 



U-27 
T-26 

5-25 

V-33 
0-28 

P-29 

P-29 

At Sea 



D-7 



Q-16 



P-16 



1 Inf. 4-4 W-27 

2Arty8-4-4's W-26 

1 Inf. 4-4 

1 Armor 6-6 S-25 

1 Armor 4-6 

2Marine6-4's V-33 

1 Marine 6-4 O-ZS 

1 Air Assault6-6 

2Armor4-6's P-29 

1 Inf. 4-4 

ITac. 4-8 P-29 

IFgtr, 4-12 

4Rgr. 1-4's At Sea 

3 Inf. 4-4's 

1 Tac. 4-8 

2Airborne BB-15 

Inf. 4-4's 

ISac. 8-20 



ISac. 8-20 



CC- 15 (then 

Q-16) 

CC- 15 (then 

P-16) 



Need Some Facts? 

KAMPF gives you the facts behind 
the battle as well as the story of the 
battle itself. Organization, Order of 
Battle, combat strength and much more 
is presented in a manner Avalon Hill 
fans will find easy to understand. 

Issues out already include; The 
Battle of the Bulge, The Invasion of 
France (1944) and Guadalcanal. Coming 
are issues on Jutland, German Weapons 
of WW II, German Army Organisation 
and Order of Battle in WW II (in detail) 
(2 pamphlets), North Africa 1940-43, 
Waterloo, World War I (1914) and 
Korea (1950-51). These commercially 
printed, 24-40 page pamphlets are pub- 
lished and sold ($1. 00 each) at the same 
frequency and rates as the AvaLon Hill 
GENERAL. Send orders and requests 
for further information to: KAMPF, 
8512 5th Ave., Brooklyn, New York 



Question Box 



Q. The supplemental rules state that 
8 German Factors can be started in 
Finland. The March 1965 General 
Question Box states that the Rumanian 
troops can start in Finland. Are the 
Rumanian troops in addition to the 8 
German factors? 

A: No - but can be part of the 8 Ger- 
man factors. 

AH PBM League News 

Those of you wishing to participate 
in adding new games to the game list 
and suggesting play-balance rules 
Should contact our Games and Rules 
Committee, c/o Palmer Kocher, 1441 
Cathrine Street, Harrisburg, Penna. 
17104. The league has been unable to 
keep up with the new games. 

Please accept the offices' apology 
on the new tables just sent out. Notice 
the 2:1 column: Change the last A to 
1/ZA. Bruce D. Mathews, 423 West 
First Street, Cloverdale, Calif. 95425. 



Design 3 



Design 3, a new war gaming publica- 
tion, aims at those readers who like to 
design and revise games. Serious stu- 
dents of military science will find the 
nomenclature in each issue indispencable 
to their studies, D3 has access to, and 
will print, a tremendous amount of mili- 
tary information unavailable to most. 

The first issue ( May- June ) contained 
the actual Corps artillery list used for 
instruction in the Infantry School, 

For further information and price 
listings write to John Adams, lOJuracka 
Pkwy. , Schenectady, N.Y. 12306. 




Dear Sits: 

The article "More Game Spoofs" 
(May issue) was amusing, but it failed 
to capture the true spirit of Avalon Hill 
wargaming. My associates (who pre- 
fer to remain anonymous) and I have 
captured this essence in our game. 
Atrocity, in which two armies compete 
with each other to commit as many 
atrocities as possible on the civilian 
population of a city. Players get points 
for committing specific attrocities as 
defined by the Geneva conventions and 
the Hague conference. Atrocity is still 
in the design stages. Myself and my 
associates have, however, decided to 
go on to bigger and better things. This 
summer we are beginning work on our 
first historical game, Warsaw Ghetto, 
which we intend to complete at all costs. 



In true Avalon Hill style we are trying 
to contact Gruppenfuhrer SS von dem 
Bach-Zelewski, who commanded the 
whole affair, to authenticate our game. 
Bach-Zelewski managed to escape ex- 
ecution by the Nurenberg Tribunal Only 
by shooting his second-in-command, 
be corning a prosecution witness, and 
waiting long enough to come before a 
German court (which according to Gen. 
Clay's theory would promote German 
self-respect) where he received a ten 
year suspended sentence of "special 
labor. " 

I think you will agree that these 
games provide the ultimate in gut-level 
excitement. All threats should be ad- 
dressed to James Cocroft Associates. 
501 Hunter Rd. , Glenview, 111. 60025. 



THE GENERAL 

Guadalcanal Clarifications 

The following Appendix of Questions 
8t Answers should be inserted into the 
current Battle Manual for Guadalcanal 
game. The Battle Manual has not been 
reprinted as yet, thus we suggest that 
you refer to the following until such 
time as a second printing of the Battle 
Manual becomes available. 

COMBAT 

0. Is a Unit surrounded (enemy Units In all 

six adjacent squares) in the jungle forced 

to attack? 

A. No, because he is not technically in an 

enemy zone of control. 

Q. Do defending Units attacked from coastal 

squares double their factors when attacked 

by Units that moved overland first? 

A. No. Defense factors double only when 

assaulted directly after sea movement, 'Also, 

combination sea and overland attack un- 

doubles defense factor of Units attacked from 

coastal squares. 

Q. What happens to a Unit that suddenly 

finds itself forced to attack at 1-7 odds or 

worse? 

A. It is eliminated before normal combat is 

resolved. The defender does not advance in 

this case. 

Q. What happens to a soak-off Unit that is 

eliminated by artillery fire before normal 

combat is resolved? 

A. It is removed immediately. However, a 
new soak-off Unit is not required and remain- 
ing Units are not required to attack the 
enemy Units that were being soaked-off against 
by the eliminated Unit. 

ARTILLERY 

Q, If a stack of Units containing, say 9 

factors, is reduced by artillery fire to 8 

factors, which column are succeeding shots 

rolled on? 

A. The "4-8" column. 

Q. Can non-firing artillery be fired on? 

A. No , . , unless it is in the same square 
with enemy artillery that Is firing. In this 
event the firing player has the option to 
select enemy non-firing artillery to absorb 
such losses that may occur. 

Q, Can a player accumulate Units of Fire even 
when he has no Artillery in play? 

A. Yes. 

Q, When incorporating the optional rule of 

varying artillery ranges, how does this affect 
the 7-square-range point scoring? 

A. Amend the victory condition to read, "... 
within ranga of Henderson Field." 

HIDDEN UNITS 

0. What happens when an invading U.S. Unit 
lands directly onto a hidden Jap Unit? 
A. U.S. Player places it back on any adjacent 
sea square and must attack. Retreats would 
be eliminations in this instance for U.S. Units. 

Q. May the Jap player hide only some of his 
Units on a square? 

A. yes. 
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Where Avalon Hill Games Are Available 



The following names of wholesalers 
supplement the list printed in the last 
issue (Vol, 3, No. 1 }. These Hats 
represent dealers who have stocked 



Avalon Hill games recently. If your 
favorite dealer has not yet been listed, 
drop us his name and address so that 
we may include him in the next printing. 
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Other clarifications that will be in- 
serted directly into the Manual include: 

1. In the Basic Came , the condition 
of victory where either player wins as 
soon as he occupies Henderson Field 
for Z consecutive turns applies only 
between September IS and November 
10 inclusive, 

Z. Under Hidden Movement , IT. S» 
Units that are adjacent but not in enemy 
zones of control do not have to attack 
hidden Jap Units but have the option to 
do so provided U. S* zones of control 
fall on such hidden Jap Units, 

3. Under Artillery Fire, Hidden. Jap 



Artillery that fire must be placed on 
board. Also, artillery may not fire 
into squares in which the existence of 
enemy Units is in doubt, 

4. Under Psychological Effects , the 
effect applies for the current turn, only. 



5. Under Casualty Table , (page 6), 
Combat factors may not be transferred 
between Units of different types such as 
armDf for infantry and (in Optional 
Rules) artillery of different ranges. 

6, Under Withdrawal of U.S. Marines 
(page iZ), add the 1st Raider Unit as 
part of the 1st Marine Division. 
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Contest No. 13 Winners 

The winners were those who effected 
an exchange on the first battle, a retreat 
on the second battle, and an elimination 
on the third (2-1) battle. Only 4 sub- 
mitted the perfect paper. 

1. Charles E, Johnson, 3539 S. 40, 
Lincoln, Nebraska. 

2. Drue JL. DeBerry, 4230 E. Fal- 
con CtH., McGuire AFBase, N, Jersey. 

3. Kenneth Hoffman, 266 Carroll 
St. , New Bedford, Mass, 

4. Michael McGraw, 910, 1427 
Central, Memphis, Tenn. 

5. William L. Witmer, 128 Arch 
St. , Elinabethtown, Penna. 

6. K* V. Wittmann, 10 Lexington 
St, , Newark, N. Jersey. 

7. Thomas Olszowy, 279 Solbieski 
St. , Buffalo, New York. 

8. L/Cpt. J. T. McAniff, USS Poco- 
no, FPO New York. 

9- Stephen Gilliatt, Forest Hall, 
Carhondale, Illinois, 

10. Steve Larson, 16140 Morrison 
St. , Encino, Calif. 

Subscriber Discount... 

The Coupon shown below is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase oi any 
Avalon Hill game. 

Here's how it works 

Each coupon is worth 25^. But one 
coupon alone does not entitle you to a 
Z5£ credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1. 00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1 . 00 less than the usual retail value 
of the game. 

Coupons can be used towards the 
purchase of games, parts, play-by- 
mail equipment and the General. They 
are valid only when ordering direct 
from the Avalon Hill Company. Cou- 
pons are not redeemable at retail out- 
lets. 
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SAVE THIS COUPON 

GOOD TOWARD THE PURCHASE [ 
OF ALL AVALON HILL 
PRODUCTS 

JULY, 1966 

' ' ■ i i i i 1 1 



Opponents Wanted Form 

Because subscriptions to this maga- 
zine have quadrupled in the past year 
there has been a flood of opponents 



THE GENERAL 

wanted ads. We now find it necessary 
to limit them in order to get them, all 
published. Beginning with the Septem- 
ber issue, therefore no ad will be in- 
serted unless written on the following 



OPPONENTS WANTED ADVERTISEMENT 

Please print or type your advertisement on the" spaces provided below, maximum 
(including your name and address) 35 words per ad. 



lO 



11 



12 



13 



14 



15 



16 



17 



IB 



19 



20 



21 



22 



23 



24 



25 



26 



27 



26 



29 30 31 32 33 34 35 words 

All ads are inserted as a free service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 



CONTEST NO. 14 



You, as DE Commander, muet Eink 
the submerged U-Boat with but one 
depth charge remaining. It has to be 
a direct hit on the U-Boat that is hidden 
in one of the six squares, A-F. 

In accordance with the rules of U- 
BOAT the DE may only reach, at most, 
3 of the possible 6 squares the U-Boat 
may be hiding in. On the Depth Charge 
Sheet draw a line showing the exact 
path of where you are moving the DE. 
Then mark an "X" in the square you 
think contains the U-Boat. In addition, 
also write in what you think its exact 
depth is: 100', 200', 300', 400' or 
500". 

The exact location of the U-Boat 
will be determined by the closing N. Y. 
Stock Exchange transactions of August 
8, 1966. The last digit of the sales- 
in- hundreds column will be consulted; 
Goodyear for the square location and 
1. B. M. for the depth, 

GOODYEAR 



Digit 

1 
2 
3 

4 
5 
6 
7 
8 
9 




Square 
A 
A 
B 
B 
C 
D 

F 

F 




2 
3 
4 
5 
6 
7 
8 
"3 




Depth, 
100' 
100' 
200' 
200' 
300' 
300' 
400 1 
400' 
500' 
500' 



Entries must be postmarked no later 
than August 7, 1966. Print your name 
and address clearly and make sure you 
list the Avalon Hill game you wish as 
prize. 



Depth Charge Sheet 
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c 


F 






a 


E 






A 


D 



Name 



Address 
City 



State 



Prize 



a»KiHEW3 wanted 

ll llierr in» Ln. ..I Ann rilacn irtlVltV 1 
1 would ILkc tu JOiU a loLai elub. I 
would like to t_, Uhe '■jr.-r... I . ml. 1. 
™j.. 1 iiyd 4, I W |]| pM .y any ruiniublF 
frTMO. I Would L»F.e PQM flUtAkdi*./. 
al it, in paraon Walrrlod cppunirii. 
i-.L.,-r ibE tc fdT dilbor |*mpl. C i , i or 
-.if Chrirkrphet; Bahl, i5ti flldo Ll. , 

taMMt, MM. 92UT, i7i.73"HU 

■ hilt »*■ LI you rhilJiPn,;* ifce-Gen,|iBm(aJ 
Army, wr,ieh i b nnia.Eini eft ^aAdi-Lei&AL, 
U IfftMr rercjrd rtrtft U, a n 4 you do col 
"111* IPalatfiiah H. Ik an KsriiBtlhE* rhu 

''"[' Bm It your* ■uiiiliijj EO '"* "i*i 
•■'"*■ K«n wwriiin, *j» W- Vh*-(jiH,,», 

fllendopi. T jIK 

y rJ „. ,l,.i-- ui ...aie iwisn Want 

riij-iire nr nrLginaii of Jult »ul l**u** 
[rnlijrci VirlOUi* [> df The 'CeoftrAi 1 . 
WHl accnpl **» OF X*ra* &■£■«* "tU 
ruy 1 k GO ■ piAcr yiu* ■ 10 * piece 
nn»yllij|, rfctrji*. w or,c.re <»r eharie* 

L. need be. WiLta E,A. Mnhrmain, 
E*i 5. b»»iro-p St.i Sen Anfttla, gSBIl 
A IS-yi.ar-nld wae*:err.tr »cch. * r«a 
vn-.a-.L EoBd ftfl f =-h*i' U i 1-tlM B>rn+ 
ul TuLLLJd I i Lh-: r tide, i i-o wijl UfUt 
ur defend. f wo uJ ri cJ an like ir. j,L, T .. 
h#l BmU nl D-Uav. HHUputibb, jy«tKi 
SWbp. if M±d«*V. El pirlM, *Uh*r 

■ ide , Ctrn1.CC: Dm* HA <j |IW, I J -■" 
prartpn A"*... Olandil., Calif. 3Uft.'. 
Thr ■*'*' Loria i:l»aU*"p;*' anynna re. i 
PHM B*m* «l~ O-Uay h AS ItilMII Of 
a_]>ika PLorji* (n*r*njinil-. Com-Arl: 
PAiagl* p B*y#FJB»n, ^** ^>' *. Sonflie rn . 
IH*tUa, W nh in^HUi jBjj A. 



All Ci lfnrr.Ur 

PlMajiehari In California ■■ tin. lUl 

plVfcl ■■rkcl^iy that irracje.EE > ■■■- -r -■ be* 
cwaan IndlulrLiiai mimh*ri J>i-.i will anon 
am rnallrnBinB nLhp r cluba. Juin Mu* I 
If u-trrrilii3 r plcaaE KOWnM! r ■* :* ■ 
Upnrnnl. l«IIOar T *tm.f. CunuiiMl. 
raJifarnu jf^bOE. 

I *-CUlB Itlci If pLO. V PB«i»rn,L ot fl.. £, 

fl^H ■Hjeit. Slalm e f»« a«Jl D-pa? 
ll°>. r.Jttll. tllhai ikdc IB «ll, ^llh 
compc^ini, iiL[rJII(*nt appanwmm. IT 
you aualirvi w»it» "■ -»»■"#■ 5*u.irrt_ 
44VUJ Un Afi., L4 BCfl.lt* r. CaJlfoTn-Li 
tUH, F*f>pl« 1|* Af^lop* ViLlrj ^11 

TftJI f-J,irt. 

OpHOiLE^iTi w»nT*n fn-F PlLilBu, AafinBraik, 
*A4 a^rlka Korp.. PBH Pr,l'*-;a.l.]y 
T**-U-Arl.itVHU T araa Wril^ P-inaJd 
RnllLni. Uta U Round BhU**, &Lldk<: 

CH T . Tn» TT^ H _ 

Conn»cil*-uL rmdrnli Thrrc druurli 
inji fur 'in i^BLni! r • intrrtilfii id tioir.j 



C «ni. 


IfllaHfl 


ajJUt tCKt.1 


■L!-,u 


shian 


Efl 


for 


adr»nL*oL*r 


it TithLr. 


Star 


IVafa 






h»«t 


P&W 


m»t<hr» 


*ith 


our ■ 


UIM 


t ia 


.,'lr 


F ttai, 


La ir,.-! . 


inn] 


gur 


.-!■ 


raa. 


pan 


i»n*F 1 


IBfTFlljil IA-. 


ien*tf. 


it- pt>m 


U*. 


Inlci 


*»le4 t 


IT1 L>J.L.. 


r> On ri-h 


1/lr 


'■-'. 


B«uUi 


lord, C 


tM>a«lr«M 











a.11 WCl 

HEMln HUt l(», "*- «l AH »^rF.#*, 
■Ml a.tnar*l ibiJily. MpPlify -hllhfr 
you in a<i|i(*d in a PBM ganna nr nm 
Mil] yc«-r«Lf* in |H«r iiaip rem nr* ride- r 

o'SCPH. *Ct 1 Jh40 flpahuT .<J . H W. . 

»■ ur, I r, linn. It C Ibblt 
I iv|ll ^a hviFig ir. ab.fi AFhor iMnii I 
thU Burn Finer Jrum laM aOth Tlul3M*li 
Aujjmt culil. and -ill liavr ckiLlir of 
tlmr friF Avaloci 'pflikl jv.mii LuabtLL 
meal hu nir lar [uli June JOUn i((M#MhJe. 
nr, If Ml, *l A. Miri'i Student Chaerl. 
rnaipmrnLli, Jil Tliwin^iun, A»el Altwi 
3 baWal AJnV* K&[ P#, JJJntif ih|, &- Oa-¥ . 
C<-«T«lju[ti J '0LChaftC*H*r#viHf- l ai(in,- 
Krai!, H<daj>iT^ Djunacek. rfiguclUia, 
Oup-Hthar. ViriKl II, I* C L|<i II, led 
£ B ui[idar Mifl ffi r-toFFiaey SHUfl Sul 

liva-t,. It-tj B?Hriemtiiitli.GT?B F c p»mn 

tfaam, MicMBtFt-tltJJ^. 

Upc>4qjailiTii .Linlao fa^ Aifhifj XaFpa - 
!-'!■ r< and Live. I >t- 4r fflr r+n i-:r fora. 
OBtllian. WlIJ like nn tn,i&r>djr. Pi*F*[ 
Allipd cTornmanrt. ilrimarr O. ti. BVinilT 
him. eOS.I M4llory, U.«tt>|>i|l», T'n" 
ttll |. -..■.!•.■. fFv-lpig in iWm rloli in 
tlic Mcmptiii iici. Nff<1 Juial and j ! r j .:.: 

An.e'nLinii ' All uat-9paicl>Bi -*e c^a inr r * 
MM MBatbtlfv InVllft ta JUdn U^CLE, 
thai UEBa.njf.at.iLin JciJinlciJ Iv llie air 
kiiitiijii, ilniiirLa1;ii>ji.*i,d4en<0'('Ua<Ct«n 
JJefeitj tosl at that EiJamoLii bynch 3f 
wlfc-tWI f.|'1>**1i b*n* t ** liJehlSirfcIrE, 
Cvnl-U Mhjqr O-naral tiob GaldaLlpn 
tagg E-nintafFL Dr., Ch^T Cha,, t , Mb, 

Wtii4«iiri 'jrni-'-, * rmtUlaV Eormrfi 

£.LuJ>, irivLtaa lU 'ratnuni undir JO to 

pnm n ^■■■iLl TCjLFn*. iddmf a .^e . ^inlf I, 

ffiM itiiiitLii, are, tu imp Kisi, Co- 

PTlPLdrir, tan £, IjmiM. KQHHLVLtl*. 

4rinii.i, ;-,'«.■! 

Sc^ksi,^ PbH Up^mli I* AKt+Ltnair 
And D-JJiy 'hi {Germiliab. llH, il- 
p»ru>n lar jun plua Carry* li= jn-j! 
Nfak, iuiiei U r BuJgB. S-|.i*"l r W\wlim r 
MIl-J *. Bum, Bill*. 4r OuitlaK tu L 
i'lu.in 'i;.-!.",i,i; 'T.v Bill Sioria. Box 
i m, f TidarL--k>ti'-tr ij, Va. J '40 1. 

' r,EmE ami t 



I i* pIl^Fllnfl f 
up. 4 I 






OPPONENTS WAHTtP 

An-vaoc WLihipifi Id it II 1 K*rr"- n1 '^r,ir, 
rpLlsjF 1VILL* f.ipi-l cspiLin L'rlnlLrd-. 

Hsmia i, U*w *«h. Mffmmi Pirnr, thuif. 

mtL 

HUnl BdoppanaP.lt £*f ricP-TU-flC* BIItt. 
triii- tfur opBiniiatton r H,H,rr,5 r rl. 
ib on lh? ir,s«r wa (tins rop Jici.ia" 

Wiara,rtliv loz Kam-^^al P-f Uhti^ .It*f|1 "■ 
*BL3 S L p. JE, C.T.A r JE. P '£ HlTr«Trhi- _ 
WH Stlarf st-nlLn-* wills Any p#ri*TI *|m 
upajitl TI Mir IV CQnlrH' p.ona.11 T. 



CI»POfIE:MTS WANTED 



U^JJUNpTNT^ WANTED 



Ird a* i 



n'.l 









aJLIa. 



■:,■.! 



m( 'iBjIauih'. In AlrlLa KvifH. BjttlaV 
irad, TblLKtpi D-D«r. Dnlj.Pi QllU- 
■ rirg, fi ..l.i ,!■.:. i.-.l . BH /,-.:-.:■.■■'■ i ■■■■:; 
ruLil >td« anil i#r.d (fpaj erja.l!cnjr. and/ 
ft fil-Jl ttibvc m Bcria BadEPiOV, iJiE 
L*.ndiiL( nd. . M. . LttCatlaflfeiri H*<m Toiw 
HCvU, V«UTU<cd>h*ia(on*ll] bt^r..!* 

IfJIy Ftmriri. 

OBEVBnffLtB lor BLilakFlPP. IMt -!*■ U(» 
Ur PHM. tTeJI play either |ida. Will 
p|iy iiidiM-idLiili. rtr f Lube I Saw*- npver 
btU bietPFii l>pa(ar roiLrnirn-ifH/ap^ 



ba«ri-n*riio Aj-ea WiTsarr,rr,#r* U In- 

IViajgn'] 1J5 pi if us j H-B cr aiB.*r ■>■-- 

S-i ■-. ■ ■ •>* '<* r,i jttti ««■ . Air Empl ■ ■ , 
VtrirM U. !MEHj7.haaiin.p Wrffl KnwaT 
Him. COfltaMI RKhKU AT(, £»4}^8 ST. . 

^rnminla, l". Hfr.r nl. 'i'.^IT 

■finnapf lit i-iv* ik-firiir. i-f hftui Thp 

lithe r hell L.Lvp* Eoip Id he. Fiarninr- 
mi t-mnmliLm tliallBn,. smi priHu oi 
( ;r !■:■ in 1-m.i .;*--.f ; eii FlUtifcrieg 
SteillEiKEad. U-[k r .A/rikM.KLir]Fi. r,,.l t ;r 

W-iliThri. BltllMt »ld*. OF/ fi.^ -Id-fact 
III *Ll 1f>*i gBIEIBB PfLBpi I'lU-ldil L BILJ.I 

aad tF-Boei. CcoUlti- Dr,**'- An|Jti-L 
III Hm-eMM Rb.,, p.^,1 Rivtt, Nt* 
ysrli IDI^. 

"Herd Coipe 1 ' wLihca lo evlcnd it. inr- 
■•w! iniritcti-an to ill ur(Tg.iirniBj; |F»upi 
Htftt?) ■'Spectre" . We fsgufil yoar «1» - 

(*.|arnaDt iq ■'.-■ ioUowinj, u>rri*B: T*( ■ 
lira IT, "n-Ar. On.-.. m.!tikjt Kfltfi; jImij« 
mo Cattyaifuri. In pt-nrni** 



'«'»" 



i tlOl 



4 a >*J HI LI lop M.. trti 

OppnnenTi ufinlerl for I'lJ-M *>i' B-UEja, 
Bl .rf.'if I, and D-tiy. EitJier isde. 
Spm*Uf EnaKouta. kcanrjj tlarH, (.■ 
M*rel» Dr. , filormin. Okli^crrn. I'.Wi'?, 



tiunlL akfrn. I «n»H*Fl|*i ill rnmBTi 


Warvlerl The niEr i.-nn.'jiBi"ii. ij*n*rjl 


Coil+fT Fte-l-d iLTanhull !.j»e LI LjitLf- 


in Uie rounlry 1 can't poealhly Lmajlnp 


inn, 4u0 CiFlron Ava., Latp WjIie. Ft. 


ar>y way ftie nnnS r*r. Imp tfcfl t *m-. 


□ -D* T [ni*r-iirl'Lna) JTeijIibIi UnlnraiLii 


I hiiF ire: id a-vpn laavB a rloee guni 


-.I'l-'rni Ejpelraa 'i^ponenLJi (roir mlh-rr 


•at •ficl'ya^uf |, Mite Ciotliiar, tftn]t 


t'n.ufrnlil**- fnntart MLrhacl D 


C\cn Oap». "LatDTi Roup;*, (j. 7&*II 


COTrpVI, afautaWtf 1 llnion. TTir "JnLvE-r ai[y. 


W( would ]i!ee iu nil, fBU ^alinuFad. 


Hull, England 


eitrier Bide, uiiRi' rvIuUf c'l pJ*>t e Ui«uI 



KL.C.V_P. thampfKP.ippr Vtm Pann. 
-lair- mrlEpEndent Olh Asm* o( DupbI 
Itgpvln <.liallrn«ei MM Wllmimft^o irn 
rone AflBr EElipfUvioK tin! vravtiiu* 
ifcuilL iu fl^-il ae.aLdiit indiiidnat plaf • 
*r*. W* hop* if roin,ia.Ci Blh,<rt emiil] 
LlnLia. Foe ItVal ajfltOUl CffrtKl H- Ml 
Cat*,. It Aahlcin St.. (ln-hifdiBn tnuQa, 
Wllrr.in(l*fi. Dcli.wa.rr H8D4 ur phunv 

PL, J : -^:i. 

Wafcanni-lfil oiAFr-epina' Ni«rrHnni 
tl*n, Cr-otrol, liplns JoFfn'd* l_Dmman.El 
p«»ti hkWUIjI-;. H'Jip Jarn EL^pe '■->«, 
Itni thl*pB*i i>r.. Ofaeiiho™, Ky. 
ailUJ. »«nri iflP-, adflfaie, (e«npi, PEifJ 

■Ch- {lurd AMri> oJ p*nm , Sfi*rtFP la 
llfKIPH 11* luniHiEia. umlMd artlon, will 

:lnn< All pjld wrtpraraB u-iJEirap to tc- 
■FnliiE are beIiuitif iVi Icr Donald) 
driinf — J ; till warreo St.* 6ttJMm. 
Pa, Itihaf,. 



.nd adm 



il, tc 



1 fticl.' 



nf ilir AH ,em 



<,.c. C J fin.. 
«nd aplEQir,*: 
FUlrr U juv Allu DliukllCJI F'BM- 
□pBiaCtaMlr '..jLiir.r '.j« ■■-. = a.j - v.-i. | 
Nu. 1 a»d Vat, 1 Nsl. I, ^.r, final, Xoro* 
BT an', klrrd. r^aJTi*- ftur prite, Cawi- 

ucr. Nii*i* Ri DQarfti 7 n*ij'rr n»*d d 

Armonk, ti* - y..irk I U'-C t_ 

] atck iidiiifii t*r,i pLavrpi for MrLka 
HbTM PBM tnd wi.lt ptof Hi.pr.arrA, 
TkcHa* IL t> Way, Miiw*,- *f-d Qaltv* 

burH In c-ciaon, 1 will juin any wattih- 

+-!ilI* : iub iJe,iicaL»" to ■« > > fi »■■" i n \i . 
LiKkypiHi«r. l FU^+j»iilSI-|on.*r, De-Fi^r, 



KauiBd J-witl-M»! 



tihal] 

irtl- 



I RlllUtC 

i> Alrtim 



KBPpI, IS! LS, Swlfl, ■■■■*■,, M'-luiiV. 

-.ijiiii'Lr iii. TariiJ:* II *n:l Wirrrrlnoi 
EllUlF PftM ^>r in pa enHl . Any ruie-B 
aed choltp aT Itdei. AH bfltlUkf) *H» 

jlfflrftl S.rjj«i C^litmin, hr r r.lark son 
Ah ., r,,. r „ , M, V llitli, TrI. ^B2- 

fiaj^fl 

tni?!.rLBTi>nrnEt AH plajEi 



rUILltl Like 



for. 



.ill. 



Era frum (aJtisiH klltB LJilh.lLC»firSjfC< \Tt. 
Wflrii G^IMLUeaL, frc. [f inlereated and 
.„ UMA-app BcLi.nr,,-,. Ma.i, yleate coo- 
UCt C. Iknrijqiiwa, 55fl Prolperi f., 

p, 7 ::, ..ni, Mai> 

WuJO lifce U trad* Taitimil and lJ-iJ4y 
fBTriri for Afrlha Knrot or St*liiLi.raEL J 
A, r. flnal S. nidPt have PHM kn. Aire 

With lO Ti.-FH «I>V ■*l=()mfLI whiS l|VB 

jnSiLrLaliE tflL CoTiMtt: Rap, Kfllnkl, 

1<IJ1 Ve-piui tiicl*,i.»it l,j-«- CHy, U'*n 

araHtM JlI-JJ>4> 

Lot A ijtr-le i afpi Fi I LdpntB Lnlppealed 
JLu.riEiu( F akaptiLal! in (pad llMltr iiir . 
jimm|i «ti,j vwiulid like us p«a r piriL^l- 

j.iU op jupr diiEitft ir>E But.]iri >- u'n 

-:0BTlLl t>» Ktildan, JZHfl E_ fJTan R P 
■-,r,v.- S'l ...... P. ...1-n., r-l.F T"l- 

Mlr>. tmm*pln.tBrtrjisbLrBi!-nTrn.mmanEl. 
ere with irmai. 

Attenli«n e-il H4*ri>J|*rl w-s«J[Ath i»' TT.a 
.(vvincibli L'1h nrmj fil A Se i-». ki 
Hornaiind naada nmw m*iYibeii All 
rF,ii.imEnii itt fiKDmi, But sT yon 
prultr Is ll|jhl ■** prepare i«9i caftp%t4, 
[o ,-^-ir. or TighT Iht M*t*l *(grPaior 
army eoncaci- Dick Wb itjund, £7147 
wiiLipa. ji|iF.m r MJrh sU ftft? . 
ttenaw iviahing Inp nponnPiLi. R. 
Bay - PlEhep Coy mailt Slalit|r.r) , tJltV* 1 
jly mailf, *n4 AM... Kn.pa (b f ru.il i 
. fUKPF, Watarioc. - ES'hBE lb, <n*iJ), 
ir IrLierTiled -.r,t*^ **« WaMWfti f»l 
Surpmsn flrir^, KidLrf F.i., Pa. 
The Tenth LejiUn LUutrole FLorsJi 
ar-Lrlln.EL. <Fuabed, ouicklr *nd efflc- 
lantlr PSM Af*Lk« KlTf/o. &attl« of 
1be fiuJic nlLtilri^!, CuadaLeaFial, 
Milinarad. tnd Wa|*rloa Live muHMiantt 
r .i<4uri|<d. Tin ft Li|i^ P.O. ja^sa, 
I0L1. MtlbomT—i Florid*. 



-ii-J Ibe P.iiiii»ii lundi lub uJ 
VlLliiff -.1,,.. :i.^ br B*r ft !■ rijarifli 
U the M'V riaWai "f lh* Ccocril, We 
win eiPd plfly A. ft. tinEjCr EenrJllMMIt 
|i»« Ln Pit prEwion* aH, [if4 nielttroji, 
[up, >n trie MAy Can r r il 1 Cfnta fll 
DWTIh HH JUAtke Lour, ArfPiprl, 
Lrtuifjina 1 1 |0j, 

wanred Cpptlrienlp Inperpoq, Aii> »fia 
in in* »i:+.!i, (CyanavllU, CK»verl T , 
Waihlnflinn <n.C)i/i.i L-ilVlaii tttW 
[ur A H famat. I rail play ptlchT A.U. 
■jam.*. M.r NArinl li )5T- JA-JlX m all. 
F alert play nipjnmacy. Pleia* rail or 
bttIeb Id Sean r»nohue. I t>l.fl .worni* ft 
91 . ur. |,k, T f, Uerrlenrt. P. S. I am 
lli.B ume onr I mm i'V.h, PA, fluUlM 

eherlB [u a liij-; riu.uuc. uUiDlimei.. 

Wlnlc nvit iiiiilJir La uM *■ Juan *i 

AJi'B. OUr liur N miirr drrUalfl. KCfll 
Ltidiip tiiou/b to iii«li< SHialakct on. 
For aarripli*, aend a atarnprd en*atnpr 
11 QJ. Ri.lL.lh PeillV^B, 1141 TlrnivM 

a., r>kwbujf, Irfaaa, 01112. 

Tor Sale I brand tifw tpanJiin» clear 
UtiCkie lar-K oL^-t 1 POM kLl Tor it. Will 
ar|l at tiichcel iller, rYntt |lv r . 
HoHrfi*'., Hi. i, Pou iflil, Afarr.j.s. 

CalUornia ?«34J_ 

IVa^jfiFtLer. l4atfl4 to jiiiii the Iufhi 
*l Duik 14 «ml.il the 'f>r#*a *-l£pe*tf*. 
Thil pcctairLi (o ihr Dakmlaa and Mor 
Hn*. Srnd r>pl'i< ■J.ith f'm, »Jd F"i I, 
A|aaFid iimtii»KjiTU,intM, IMe 31* 

A^*., w,*r IhanfLillanliayt, H a„ iu, 

pfdiri nr L -rHJUIM"i *. t> i'f-jo 
dffHIHI wifikiii PBM A'rllri, trnrp* 
fit ssulje. Fit* T4 TaCt GutdlJctnhL r 
Baeatiall, Widely, ?LBEnark ■Tjiota.rf 
Trjr H.jEeji. 40* KrnmurF ltd HairEi. 

idbpr. Pa. Phana_ rrt- °- Kit 
WliI*iTirii Tir/Eurd fr:m Ihn ilalii 
*dj»it.(.l ta Oklabanht «* llhiO a. (hi- 
■. 'j. :■:-.■ : -:M:r. ChlAbuiriajsa uniLp lu 1.1.11 
bud ClLC liurrjei bJ Hit Ftrcri fl( trail 
Write 1«. Jobji, llkll, iJ31 fflu«h LeillP 

TiLle. Tulaa. OkUhamii TJ1H, 

Dq ypu h*rr eoy ietrJL» 4cr L OT.e - made 
fllUI Vom wiB,| Ihr wBiEd Iv know 
♦ Dwl" WOUId f-ntt Ilk* to M|k tfea-gl 
b-Btti A.H and lanMH" lames' 1 Are tou 
*(ljrB iBi-ua a ■ ikja JipanepB pteyer in 
i„uadaH:anaJ-.' | Ll^r oppupiEe,la nUf) 
Ip 14, pUaa* utrtte in u*.*'!! Tefil Hoi- 



• irijer. 1*01 *..J- Lli-m., liui 

CHilc'fB.11 ?a(LLP. phPAa fraj 



I LAfl. 



■'.'tt.. -■-■-.:« wanted lorUqlge, U-Uay 'ir-, 
koiTpi. b in end O^idalfAnal. Wst*t- 
lon. ttnlfi 4 C:atFyir>UT| Jnhar iLdr. 

Stun iik«i-b in WLJ]i»fn Hiiyer, Tl*5 W. 

ftprfcar, IVaitAllli. Wla. 11 ■ 1< _ 

I rhjiLFiifp any nnr En f'HM ni Walprlofi 
and n-ITlay. And a a a auldler ufr^orlunr, 
10- 1 1 r pjla'Bj my LaJanta and itnicti to 
the fsrai 1 Ijl willing, m dthrr wacilm 
I'fH up 'or flr(.gi. CgtiMft Dill Ha|(art. 
1eZl MafrWnoll Ava.. Urbittser. Ca-li 
lo-iriilB tOuD^i. 



Jism Spect 



IHj firllr 



, St* Army nl Oh... Oh,.! 
:! WfiK Luin HiUirii, 
,er, Atltaflc«H trli^ n4n9l. 



"I -.o-^L'ti- 



Arr r«u a Hell fi.1 LcBlhitT 

■ nhliei « M yuu are, euu lirlin 

fipal *miep«i*e. nvg#telil«. ar 

t rl tretniitli-Orl in \H hule-fv. Qflt 10 

where (ri.e Allien ||p jfiin fbe "■ t, r ■ ..'■•T 

Homilanda I r.r, Write VicLai- Ctrfal 

Jr.. AoiTEMOr HoirrUn. or tM Ci«la 

Tri(Bn„ %]il Juniata &l,, Oilolh, ■-■u-n 

hSMCH. 

banf 1-l.hd W»i(*ii-f*, «fimiiai<iii. 

urreslpd In en DfrUlt lu •jt'IiIiIJ fmui* 

<il filitikilr,, QfiiuwibMti 5taJm(r*.d. 

Bid^e-, TflcUea It, or Cuadai^aDAl (WhtTi 
Tilliti VBrll uf I Kd-rt Itl, Writ*: 
J.rfrvy PJn, dMS Htrf i*an Ave. , 
Ekl4»lPi. M.T. 1IS.10. of call 1th KA- 
l-KH. I Will iiEipt * turn l*d nuoibai 
^ r-Jfl-M BlmaFug gainct, 



New lIuIp Iu rciekuJi e^ Sevi uppunsntB 

10 D-D«y, Bul|*i S^aJlfff rtti. AirUt* 

LU.;!., W.bn.lcx> d T.cLL.ell. Cluha. 

,-:r, v. lual. Werii «ij ii.,i. :,-|if, ■; \* CoaV 
UttKWKV I in. bJL^wtaSi. , iin-c. 



Al ■■.i.iii Of Mall 
Atmf 1 



: IH..IL.. nl.. 

I Ihf wlt.Flltiif ii 

■ ■■■ '■,; H-.! 1 ,, 

lilt nvvnifl c< 

!r: in yan. ■.'. 111 



Leikrfl Jq.1 



r: ; ,V 



„h-: !,-*! „:i 



_->■ 



! k^, , L mlHH! urn. MB. 



- i "U 



ady hi fH my !- n wet, '.' iii pin- 
hy mail BuiaJtciei, UuJ t a, and / e r 
:■' i' 1 ■ | --i" r !■-, eiihar 11.11, any rulip. 
Mail criqLce pi (jui-,*,, .idri, F'ilt i. 
and MITTili tflBfllfalnfca lo: LUC HbLI 
1*. -Vlby, KOMILQEPT h 051*5. rlfcnT. , 
W. H. Cordoti T-AP I 17, -ft. flin 

Pniiorrir*, Smm rrannar*. CaWomlai 

list. CI 

parti r lly rnmplpsa 
.■ulluu-UL tot i IratiS 



I-Lj- ! r . I 



l>». 



Plijinlly uBBd .1 
IJ^LJili .etl-ulL « 

«L. |/J%uff .L lu 






iLL. 



nicfitddi 

7 yf !.,. li-.-nJiMij 



i.!i-:-n. 

ihr Bu^uiii.. ul rnfUand. CNiUennc 
|J] W*F(itn4-Tl u( ll.c HorlhUfrU H PBH 
■ am;* gl, Wa,p;rlW, BlLtikTIK. Ratlin 
si ilia Biufa. Q-l5» T ig T diiyaW.. 
Apr ihrFr any AH pllVrrp «t!nF|. J lf|fl The 
lo]l*-YifH «arnpUloi: Portland Stair 
tallest, UnivtrHh-oi Fdctiacd, U-i. 
m, ■!.;-.,, at Kaad. Tf ma f.-inlAct:' W. 
ti.fald Wlitep, *L', ! S, t, Pifle Si. , 
Hgmend. ■-■Ttrtin fHH m fall J3J-1 jiHa 
Any playpr I'nr BHu, Bulg*. iuj.iiigi jd, 
D-Uiy F Airlka rLorpa, C*fllvfll»BFj (**>, 
^r.i.r.ce'lDrririUp. CU1 J£ *-*i r T'r #r 
WMM PctXrc ITUba, 14U jTranAliti 

HinHland t Indiana aj ifej^. 

Hf.!_P' Am rnikint * tiU.lir.frad fame 

with nivialrfii unload of rnrpa. W*il<t 
lik* te |b,IM nuHag -riT-rter nf "jitrle fu r 
mrh atria All nilta* Oil* *FI*J p1#f«-# jsr 
T..Z would: be helpful fleipe mt-nri in 
Lhnrk AnrtBi-inn: ^f,i1 i Humr.: r. FJirtJ. nH. 
TE'a a.B T«IT fl| _ 

rjrllTBiiu 



pill 



|yay tnp pi 



,-f .^- 



rim erul/r.. 

c iM f ild r fl ta Lhjualat Anna. *l)' sjHei 

St.. Plraianfun. r leLiJurnn . 

WaiLor.Ii. Ii.t . HQ hj. Jan* 4, a,nd -a. lei. 
unite Ihrniiihaiit Ehe free woridj oilici- 
aJW rhallfmjr* [pe Tt4A* <VPEir>|*llifl 
44 Sn«<:tre to a (eurnimen! COntcit to 
rle-termmr ivlriciintf nvrr iSe GW LE. 

A ppLn "tL-jne (up !■:--:'.: rrt-.:^ im eh'J - 

lftri.rjr> >py «th*r ■■ rt;*ni rlLi-in • "UJ UM 
he eon^Lder+d, garriea can ha irrin^id 
L"ir = -.ijtr. ViArlurd; HU ,^ ;j f ,r, latlb en> 
ti( Fha warlord DOFtftl hurjioi.p in IB* 
■/nited S".[i 1 or Europe. fcE ■ Brr »'.*:.:(. 
CM" JifK isr«. h Q b* 51. Ar-Q S. ITi-n- 

^lirn SMIa. ^Ir Mail nnly^ 

jcim^irupp* 7 HEirduirLil. fcirrrarly tha 
war Lnr a * h r«Hll4Bl#l All PBM CluBe 
or Indivlduali Will play Stallnfrad 



iTi-: 



nr). Air, 



fcurl 



|r>i 



r;. wairrlnn (*Hh 



M 



r>i ■ .. n J » 1 HaratfrtD, HI! .ii.W. ■Epaaawrai, 
SeatllE. WaihinfEofj Wltb, 
l\allv '(ountl ThV SiniE L Ban. HiLa 1 
Ttia Iflih '.'.iu-ui ot "he tloiu'euBiatc At mi 
ol Central PenoaylvBoia ^halSenfa, all 

|ha»a who #u ftst iwiiive in BTaHttfl 

flfMa. :,r,,riir I U 3 CI E*H Ripeka 
ls.d., hlor**lei, Coan. UWil, 'Dftn't 
irtaa U RHr 1 , Ctpaliet LI . (fn, Jirri* 
tt.rriEr l&i MitT t,prnaanmi po.itii.pa. 

Ftw.i bubb vn,r E amipa in rr.i tflPki- 
A'sam* |H| □! Pb. join Ihl "LlJEJty 
IflTfflApl coTp* if lh# HI Arrny Of fl. 



Mike ■■Lu-.ky 



rr rli.Bj- anu U |h]h U l • 

a in inlnang pi pan w 
TlarnhnEi.. 12 E frno 
17111 



The duud riuyi Army ut Tibw York 
cJiiiHP r\',t#ty in ila EOuiiLaipiaul agiainll 
the ItM frpKElir Army Wt dclaaled 
tharr. m> iha; flrH a*llu|j»d |«nt and 
|-ac*l^in( eld taplv fiosT, thcirB ai»ai 

their Nril iriGVa m i- : raftahd bartbT 

(■fti.n TLCtvrr br hMWt SppLtir hap 
lOeiajAinn Edi Btrim, HT-tt 3? 3t. . 
]^.. a lalni,.! Clly. tf V It 10*. 
Opponent! wili-- Er* ur no 1'Jiigi who 
*i*H to niva that iLlualion ractJIett. 
will play AlK PBjri ae either aidr, Will 
rUv BbJ§», itUiBB'*^, JJ-l>ir< «*l»r- 
JoO'. IacIIcp JJ r GrTtyiBdtj, klLSLWay. 
Enarr.ATik, AK \*1 <uurtil, or ,ny S irn« 
you briiif With y^u, lic^U-Iin iWllh 

■i.pponen'iL ifi Hu L-incola Am. Ch»TlBf 

C. Johrs.on, JSJfl 3o. AO, Lincoln, 

Wet>T. VJB5Q&. ftioiW! 4e.| .Tf tj 

Adiili" niiinnentr Ln Play- By Mill nr In 



, nn fei n-Cey 



^L,li, L> .eiii.t t>.«de|- 

Suulli SflMrUM ...» 

Tund Johnaoo. L~j e r ]. 
ilaaici. AFD. £. u 1Li 



renal, Alan Lhnj 
krsEjiiiLBl In Hub 
foolaci (lapL fta'i 
II WdA Sqr.. Cl M 

IhimpeiLented but ihtllliil X rn(fal Will 
-jpwer.il 11 the Ididdle Beat arc*. 1 
will PBM BulfE <eitlirr ■rUrfi, A/ilaa 
Ko^pa (fti* riffmiFl, nr (Ilia dale rnnl 

{•tii«r p. do], I aJp<g Hh* and S*^ 

WfalerlnB, Mldwav, HiamaircJi, ana 
^talLtiKTad. IL hava no HUM (ur tharn). 
Lnniul MiehAel Jnhnaon,, L n * d-ntLf* 
aire at, Loaan L WbeT Vij|iBL.i, iitgl. 



I Th» *tri .55 PaniE 



I AH 



1 P1A»" ■■* "' 

aacr.*. Af>V AH BiTjaTJiBr, uleCpL 
"5riuiud*r" niuri, in iovllni] MtMl 
|t) I elltn ' :■' HartfLird area :'* ',-i 
/fluf -:rillpnjjp nr eur rendu [O Jlicj.l- 
UliJUfalnl nr RatiEiund ^i«Pkbt , C-On 
35 Tmrnlmpf niklalau. El CblpliD. MlKB 
HartJnrd, Cuoo Oti I t*f. 
FBU upTpcntiKP Coy Dljla iiTCSrTTTCJifi 
faiLtieil, nuAdaUkiiBl lAfncrlcAni^ add 
SialliHraJ |fi*ODMlt< Dui 2-n.ao .la If 
wstl play the Kb«ve and D- day, B la 

Blttp-tdti MsdvAfH VIHrlta, ir BO", 
fJrtlTelpur*., afid Alnha KnJ-pB lift la 
taw Stn-rn. PirkAtas, lUMiilonAi, 
W E .l ^in.ri, T*.t, l*7Ia,, TAi.^l+V 
«r HenirV i*Jd II. IW Bironkiid* I>r , 
Biait gWjj rl.T. HVjafJ. TA^^tT^IH 
krCl. CAP. and rp.uk ar* oul Lu twn- 
1)11. [ ln« "CrlJl. Tbpy "» not La kill 
JeW Tf you value yimr rla.rjl lu p-l«V 
AH iamBP. I.. utiL JrJtai thfmi Etta* 1 1 
Ju|n any uLhcr club, flikr Wa.Lofdi! 
but never IbEBtr. •/* I11UK unite to cjfl. 
lend Uu Btaratl rmil SdUl o**er buftjify 
mun.Lr.pLI tt&Lj 1. 1 SialToy . J % Ludl im 

MA.tUt. E. W^r-lak, Cairn, 

lneepritericed Opp^ntnl* wa.(ilod in 
[;av. HetHibui .. and 3alini;rid ! 
-ill ■■- Ihe CtuiAr.. id C-Day *A.d the 
Coa^diralar Iti CtUVlkhiFC I *AU '*■' 
#llh*r Ln Si-l.i.ii.-J. riftlit (oftWW 
Iatc ItrQflu 2&i £a»l CUr a., Trayj 

lUlnuil. _^_ 

Looklrtf for PBM oo.poB.ffni lor Buler. 
1 ntcftr U.S. I want te- pliy nflrJIJHt 
and Ait.i L* *.--i: Ml power opIiCirml -■■.■; 
Da no' have lf*.i t.b* biHI* BnCatHT, 
MLke Tatffloair,. HI /Alpltrlclt. tflJ* 

IBltH, llliOOlB MJOv i. 

JsAtiliL 1 KI4M mpi™ii»BT* for CllBrtAl- 
canal, I i^ill '»k|. my «ir|r. eny lulr. 
(prerflT all optional rulaa eilvepL Hiilden 
A40«ern*nr i.inl.n an adrquale iTilcn, 
ran he «r|er,. red L Aim iuulhri Sa.iU 
Buian ppiiuM LLItE a tBW .. r - K r,,.ir i.t . (or 
n-r>ay >bS IPTrHh ConlLCL. -iLi-r T*ip-- 
,!.u D , til Lie Di. 1 Santa Roia, C*J.i- 

LflfBll T^Of, 

MU TltirJc. II Air MALI only. Hoi! 
dj.a lot rBeh Other* iii ii.h- . ' .1 -1.-. lalee 
rnlo wnavatlaljla!, Vmr 4:b»j.f* »! fltdflfl. 

Adalti pretrrrrd. ii.rlt, I C.K, WajrFLrr, 
E;.j. fcatJj, APQ Sin FrAJt-tmo ^»JJ». 

Hilp! SJisriphndy rhalLpnjp rri* pafnyp 
J jiv nlitai I ■*>!! 'ii' -Oil All tCmtri IA 

PBM *ii-rl^.n n r Eul|*. Fi'h-r «lr|p 
^DiitarL John Hifl", TQH 4th fa . . ,'W. 
A.i»Cln. Mlnn^intp nSqiZ 

All prapLr in lhi-tcir.il.lr, Mr ar Tori 
aiea. Auv ujie ii.te rralcd iu TuririLnii a 
rlub oT L.piral Tnimbiri, plane Lun- 
Litl .Inn Hud*'!... il VrtiLiin fti-Hl. 
Steridile. K,1+. 5(21-31*31. 1 wiU be 
•pllltnfl lu ,|ilky liybOily Of Any akill Lu 
ain type of j!* mi -fw | r dj n^ti **T |t-Di**r. 
The retO^FidLug i.uncti af A^jir.jtfr 

tuxiiB «fii^i throuih CtiJca.h'f/a Jt»*riad 

llreelp, Mrron. |>runda a c, aubxfaivc 
oJltnr >i * '* all known pTopacAri da ihter, 
Kna jjrrr.d'rrd * ,ic. ihnJaande ciE hi a 
rjmp-Llpijii. Rejoice >ri*Epr.linl Ur - 
..-I-- '. Iu.-.L;(* , r.d .'.'-■rl'i.-r<. Ulin41e' 
The \i l( r'..ort, your liburatora, have 
arrifBc.! KolnnaJn John Knataun, t'llf 
Co|DJ*au si . , LAsiuia, nm. H^Da. 
ActilOrl*.' 1 Af|r«**et r-ri)m«L*rid friOVt* 
Afliinr '1 ha rjth Ajjrenur Army, Ira an 
tT"-TT< recArr tnncjLipfia. 4 ■«• May Cen- 
ffT t:> *nio»PkE Oh it- aun-rr.pr elnt p* 1 |1i 
. vr riarelpy annfiiinre i^m llh'Finnn nf 
MaiHihuBBLta, QuabiBL. Ir '.r - h. . i.n il . 
land! Alt AH rluhe nr ppFinni u-hn leant 
Lj i-jiei Ibc mi jbty A^rcnui riaLiun. 
*rU* All Casta en cititi., Mrhq aajit 

*r***i ajrite' Mo rapty trom in bt«b 

nilni IT IB ^anigiiared ■■ dr*dLine d Jul? 
Ft. Wo bopo rou will join u> - my 
[ci w r e n rr.e a I wania the rineat AllfAmcra 
to Atlial m the HpnriltiiPE, ol Ike eooti 
racnl. Col, Hfitn UMKf |p Vill^rri 

51.. Pnr-land, Maine ai\0i. 

Ihr CAlilapni* lirAnTh »f Dual- h"ie''i 

immi inrjinia fmnn jpp«p.oBia-j want 

to JtHlFi Htl 1in**t PSM dbal on The Wea, 
Cvjr|jfa j^ipi Cm** X*«4airii C. r_, C. 
>■■• •u:t'!;,"T» i-inn- Wrkre ns-w 10 P. 
m-,. ui... HU (,*ry ry>y T ti"!":*"!, 
CHifoTnL* 9MS(i». p. s. Ar* ttwt* any 

^Ih.r -.r,.rrn. T . .L IJC / P 1 

DAiir* nf[u^Ainr In Bl"l* nf iti, p, u l(* 
and -TjnarLalranaL hy mall ALrlka Kncpa, 
9l.l*n_r..l, D.T>. end Blll»k..- K In 



TMBF1 



".,( 



Q. tttia 33T, CApe May. W. 1- QBJlj*. 

made gamea, ilratijfy, fe.l 1 am nlt- 
inj Lt dL*CL)t* ir.',-|lir.( ui' (natter tlpw 
.■ri.L-fi.-i:.- •..q-rrnir-i ntf ■Africa. 
Grant Noble. £U Pi i St. , Parh Foee.t. 
111. r>fl'ne>. 

Tliw UmJQIi Arnw *' Wotrcrn Penpoyl- 
..i.i ii n^w Idhmln,. Apoll E atidn* will 

ete -. .-ri'-r* < Hill p* F n." n I i I ■ -i r\ II. Pj'rBI 

tfH ( v EnpeylTaiD.iA, £>*1*fi Ohio 4 and 
Won VlTiuiiA. PtDpLt <B fh* .mm- din- 
ar** Bl PL«abu,r{ilL *r. .ntfurljecJ lo 
jslri, We will be nun, the '04, i^allya- 
VV P|, band AppLiEatton* to De>hfLl ■ 
BUi-ltt. JDI HTMrniyrr Mali. |nrt1»rsaljn- 
veraily or r--i .■. I . . r-i» . ; .,1 ..,,. pin, 
1 i]Clvi.ni» I *tn 1 , |) »('■!■ 1 h» rle.B nl May 
14, t<lf,B Atl^E true riate all letlBT a 
alilKllfl t>« *drIrPHi;d en lOH H'lanil Avr . 



OPPOMENTS WA^TI^D 

pSM ap-po-nanla denied ■■la: P-j.I(c and 
AJtikA EUlJar. T -vill like either fid* 
and ..iii net My«l all -al IrU 3ptlnp.ll 
MlBBtl ui each. CufitdiCl .Tollt. H- Urira, 
II ITEuat Dr.. tlTaan Bay, Wie. 541 P*.. 
ilfwLre all major uiergapnlnf ^lu^i 
A.i- L* 9". the mtn-P. AJti* tail , g,ar- 
mart iTkd Jflperr«*fl rnr^fl In an> WWII 
lamPT. Ae-LtrAk*- w*i tn T-r.ic, hi.,. 
in Bl^tP'.rrAf,. ent f f*nrp in WAJaelnn 
MM** rnmrnandere nenri your IPtLara 
Id Ken Crrjibf, il 14H ,<u. til.DUiirl. 
A»A . Wear Cncrlna, Calif 3 1 7 =-!: . aiid 



■ ynui 



L ,rl 



lu 'DuiIb"i Havp ytiut l>t*l p[ia(0||iri 
[fllEciT' 7 Ha* SetcUt i1<f|>,pei1 sn tou 
lAfrlpl ChaOS iuiUal.1 llU..k wLtb tfl* 
CIl«(i.u*I Ch,«fhonLfTi*hdnrJ<| ^r>hrma T 
Eh^kriOEapielatab. t'.;ml.,i ft C Je>HL 
P. CuHt,. RAn»5H7b. Co "A", ESQ, 

Ft Dmnm|i Ca il^O' 

'H'iil drlrat aay A«1f-rlean rlolenee in 

I'm,!, PBM. Aliu, I '.I- 1 :■•:- «!. :. 

wanted lor yjli:i, : in, Bliti. and AtrikA 
Korye. Choice &l iidar • yourt in in 
(irritt rncBE.1 Plain*. 5**° all (epjlii 

alanf *rth optiahAJ nil*p you w-iph. ■« 

knUuue In plly to Fred: 1 ■ ■■■* t. -■ ■■ 

i. .^.-i.-.i .>>.. ■ r..f .. |l. . XtitBiglnaai iv 
SurTiAfl*t 11 r ith* ' Ihl «'h iTitjip fi' Th» 
Cnnfrdrracr Army oT (general PpnnarL- 
uanli r-hallnnj** alt 5perErr and pro T 

jieiTF ..f AJrika Kirrlii Bl Waiej Jliru 
£rnd lunuder papsra or Dee laraLiur. 
uf Wat. Lneluiliin*. aiile- you'Ll ianimaod 

w Rich LTickicMifLj Ifi Eimwond r^a r . 



* I*mr ol Afrlha Korp*. ALef>, will 
BEEept any challeogei in tha tnlLowini, 
Utfr«(.Cfe*da4t!Ar,it.L l ElUidtiH, WAlrr- 
!qd, B'jlgc, Che* a, and StAllnjirkd. AIL 
op1ion#l rule* will be u*ed in EL>ut|r-. 
Writ* lor phone) Torn Ellar, !I0" 
■hl.dAv*., Lhav*TJy, MArylAnd aJ74), 



II 



. ■. I 



Arhiunji' The ImptrUII •■» hlv* h** 
L0»rp|.»i lUnl E*p(*rrtiiiT t.4nLaet. 

Ca.ald iiiir.pri, 210 ii.r:.-. Brldifa 
C"ty 1 l>*»*. rup in-par*ti«a l acute. 

aiutnri*ft, Mtdiuiyi, iL*r.pyiiEiura Chan): 

eontan Jataph Antoilak, It IT Ardee 
Ave . Aranknuldi. Ill AA^-uk/l. Jnr 
all nfannu-afiliLe m-peraon ATrlka Krrpe. 
ftlAtn irrp, ' -p.,, Saf.LiFriFr^ h WpL..L.H.. 
ronlart rllhrr Lil'ua Tor PR U riliLiiriee 
Of H^ne, U- 

Altc. I iv ■ With SchOo-l PfiKLrnii nl Han 
FtuiciKo atts &*y ArrA. Jrf.IV* f(>rrri»d 
ofJierjl E( CaaiiM Hiarr Sfthmol War 
ttmOMJl SocliIt, Watild l.k* In *«• war 
£l ,nii t^*ir!ie a I4f>(fi»B tn^lhar pantnaiili 
Utb Bfhoal* *fl olHEtaliy r-Sfifn-iiPd 
lEa(.u« tin be ir*a(+d. (/ inr*f*JiTP.rt 
«Bl h rv- t ''"*B "JUL""!, ** Sl" l f 'altp» 
AV#, ■ tOisQi Sas* FTIFiCH arn, CAlii-TLTTeiA. 

anojm. 

^HMiipponrnna miriTpH ior Afrika Kur u.p< 
r |, : . j iiiTiiiPS niLrnbpr ui UtlLafcr icu 
P&M. ■"llh ill opilpnal rulpi iiispl 
nuclear 1 i[iirlry. InviaLblliLi and ITiltHir 
L-nunryy pLPEBB. Claia U. Wil«j Dl 
Ra DolT K1F Willinufnrd, r^a. l^DBh. 
K*m~4 an npporuru I for rraLcllbC. ul*y v» 
mail or Arill jili) Ln ptmn ^taSiniTIO. 
Tirurs II, nrlEjLnal Oe-i ly et>ui E ' 'j-l'-a.-. 
and fidlii. CuTluiCt ft^y Wilaon,, 1141 
PruvideLite Road. Soia.ie. Pa. I'lOJo* 
Kl 1-4-li*. Would Bin like W ioLn 
rVai v*iri>hi tl^b b ikt "Iftn'l knnw hnw, 
IWi in FtiiladE-Le-hia iub,i-P*. My 

aili 

J_*4h: » pBbj A.KMI pP Nt* -it UN, AlvZ 
WUI deretid IkoUi arid MlKhTeouetveaB 
EoTBvar. IVa j.rr eotnewhal |>!>.iiiil Eo 
annouric-B ifcir thar* ar* irill lami 
,.'..<'...!. j 1 . :: 1 i ■:: ■ 11A111 CnrnmantLerB 
(ahd a fi-iV oEh.tr- appfiihTTiltil*!. We 
«rr nrurn rn rhallpn^pa and will lakr 
atiyoti-'a iincnnillFfonal aur."Firi-.. 
Will*! l J hilip t . Muieiivp f>" r.ir!" at 
pi.fri hlb Hi 1 mpi-tl Stat Chailiiiau 
r ulli-^r h'T.pp ,;■-. i^.i,; mi. '-■-;^-_ 
[ r.ped upponanla liii SlallLi H tad r D'Ltif, 
Bulav. anti CuaJaI^aipiJ, \ Wd;DW fclio 
Like lu hiiaiw LTciirtE are atir -ai tarnrd 1 
m tli* flen«**l yLtluLSy nf hrgitti Ta-ry- 
toivo, ContBct. Rcn«it MutttatA, I TO 
Curtlandl^t.. M.T. tUiili 
AttpntiuTL all Cerru.*!-. Ci-.ur.rr.ahdtl- 1 I 
Durr>f 1 Wb be; *u. c ,:J ._..-.. f I u-Hy Ali.pJ 
i-.'i.rr.l f h'lavrtit |1 If ,-i, i^LSPp-'i\r,, 
■.,.,- tw jntnLnA the G. H, C , Op i-i Tb*D 
il ynu -'pt b-rat, yeii'Ik At luu hav* 
ntner CrTrrian aTf«-rt » to (omJort you, 
p'sr IfjfflerHUtBM urrlt* fe '^■-.. M-an- 
tillar, huule ti, 3.*yiri oitr . [tidlArLl. 

ALhtun E l Vc peril mimbrrs fur dpi 

dec cwnfitry, Tll£ ARM*" OP OKUA- 
NOMA, Va ui d#L tA3*ilL«r*. Juu liai 
-Jcr J«(l*itin. Dip adl api'lr* to- Jer 
rrnlr.l paft of DkUborfie. CdAIArt-' 

Skvr; Tt-obUt. |S0= U. w, r,i Terr.. 

Oklahoma City. Oklariurtia T1I51. 
Ho* woitM jbu like to be ^.b iht ii,.r .-.■' 
a man who commanded Ihe l£nit n.Lrbf<rni 
DLv,> wai in cjmmand a! the m Air ■ 
frVFrte GpeVfl. Ml 10 -tuulmitia ul the UN 
lOFfe. in IQnrat, *nn »n fh«- CUVI 0' 

itw* si th* ubiibo Sniti ".Firy I '■■ '< 

if ao IMUfti CenarAl WLLliairi iprer, 
CO.lJ3jCAC CrlQ. Jill Spring bid.. 

M*1,M«PB, P|. IQll, 



